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Miniature Reviews 


Pulp City: Villains Starter $46.99 
Pulp City: Heroes Starter $46.99 


Pulp City Villains Starter Set “ 
In this box we find five models for use in jy 
Pulp City, but they can also find service in 
some other games. This set contains enough 
models to field a team of villains in Pulp 
City. You get three medium round bases 
and two large ones. Four of the figures are 
multi-piece models, but Gentleman comes in 
just one piece. He is wearing a suit and tie 
and reminds me a bit of a drug dealer or 
other kind of bad guy that you might have 
seen in an episode of Miami Vice. He car- 
ries a pistol in each hand and his left foot is 
standing on what looks like the head of some 
kind of robot. A mustache and goatee gives 
some extra detail and character to his face 
and his slicked back hair adds to his persona. 
I found a few faint mold lines on his shoul- 
ders but they all cleaned up easily. After he 
was based he's ready to prime and paint. | 
could use him quite easily in Rezolution or 
even a modern game like All Things Zom- 
bie. Hellsmith goes on one of the large bases and he comes in four pieces. Two of the 
parts are small horns that fit onto his helmet. His hammer and left hand are cast as a 
separate piece and it glues on at the wrist easily. The shaft of the hammer was bent a 
bit but I was able to carefully bend it back into place. He looks like a giant gladiator 
and he's wearing sandals, a loincloth and a large crested helmet. He's well muscled 
and really needed no cleaning. He'd make a good half-giant character in a fantasy rpg 
or could be a good boss bad-guy to use at the end of an adventure to pound on your 
party. The point where the wrist and the hand come together is the single weak point 
on the model and you might want to pin it into place. Guerilla, who happens to be a 
gorilla, carries a minigun and comes in a total of five parts. The arms and gun come in 
a couple of pieces and you need to line them up right so you might want to do a dry fit 
before applying glue. There's a backpack that fits right into place and an ammo belt 
that needed a little bit of bending to get it to fit perfectly. No real problems, though. 
Twilight is a female assassin-type that carries a silenced Uzi and wears a skin-tight 
outfit with a long cape. In addition to her gun there are two swords on her back and a 
pistol on her belt. She's in a crouched position and sits upon a gargoyle like you might 
find on the side of a building. It turns out to be quite a cool little diorama all by itself 
once she's all put together. You get a choice of two heads, one with a full mask and 
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what look like night-vision goggles and the other without the mask. I think the masked 
version looks best and that's the way I'll be going. Last in the set is Nuke. He (it?) 
comes in four pieces with the head and both arms being cast on a separate sprue. Each 
part fit into place just fine and he went together in just a few short minutes. There 
were some visible mold lines here and there but none of them were too thick or hard to 
take care of. The box states that the figures come with plain bases and this is correct. 
The only figure that comes with the base you see in the picture is Gentleman. Each of 
the other pictured bases is available separately, though. You also get 13 data cards that 
are used in the game. Five of them are character cards and the other 8 are bits of 
equipment that you can add to various characters. The Pulp City rules are available for 
free download from the site (www.pulp-city.com) but a quick-start printout would 
have been a nice inclusion with this set. Of course, all of them would be perfectly us- 
able in Champions or any other "super" game but I'm itching to get a game of Pulp 
City under my belt. 


Pulp City Heroes Starter Set 
Like the Villain starter you get a full "super" team with this set, too. You also get 
cards for each character and some gear cards. The card are all printed on thick card- 


stock and feel like they have some kind of wax coating on them that should help them 
stand up to lots of use. I like the cards a lot. There are six figs in the set, but only five 
of them are characters. One, a large Zombie Wolf, is a familiar to one of the heroes. 
The wolf's mistress is Red Riding Hoodoo and she comes in two parts. Her left arm is 
a separate piece and it glues on easily into a small notch. She's not wearing much and 
is showing off quite a bit of skin. She wears a hood, as you'd expect by her name, and 
a short cape and carries a basket but this one is not filled with treats from Grandma's 
house. It contains a skull and there are a couple of smaller skulls on her belt. Her wolf 
comes in three pieces and when put together there's a bit of a gap along the back of the 
model that that you might want to use a bit of putty to fill in before painting. Androida 
comes with two arms and is in a running pose. She goes together easily but the point 
where her left foot attaches to the base is the weak point on the model and if it gets 
bent too much it could break so you'll want to be careful once you have her assembled. 
Solar is a very typical looking super-hero. He's wearing a skin-tight suit, a mask and 
has a long cape. He's been sculpted to look like he's either flying or hovering and his 
cape is what attaches to the base. Solar connects to the cape so I'd suggest priming and 
painting the two separately and then gluing them together once you're done. The cape 
needed a bit of cleaning but Solar clean casting. Ace of Wraiths is a cowboy sort of 
hero and he reminds me a bit of Jonah Hex. He carries a pistol in his left hand and had 
a playing card in his right. His arms and head are separate pieces that glue on to the 
body. He's in sort of a backpedaling pose. The last guy, and also my favorite, in this 
set is Iron Train. He's a guy wearing a big metal suit and is rearing back to pound on a 
bad guy. You get two head options with Iron Train. One is a fully armored helmet 
and the other is his bare head. With the bare head you can see that he's no Spring- 
Chicken and looks a a bit older, maybe a super-hero in his golden years. The arms 
connect to the body on a flat-to-flat spot that should make a good joint. There's a cou- 
ple of pipes that go on his back and this also went on easily. I'm kind of conflicted in 
regards to which head to use but I think that I'm going to settle on the bare head since 
that adds some character to the model. Like with the villains you don't get the textured 
bases that you see in the picture, but I'm still happy with the set and have some paint- 
ing work ahead of me. 


Reviews by Mark Theurer 
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MMA001 MERCS Sniper $9.99 
Sculpted by Tom Mason 


I've got both of the new, and currently only, releases from MERC Miniatures in my 
hands and we're going to start off talking about the sniper. He comes in three pieces 
and both figs come with a plastic slotta base. The two separate pieces are his backpack 
and his rifle with all of his right arm and part of the left sculpted with the rifle. His 
armor is made up of heavy plates and doesn't quite look like it's "powered" but he 
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could easily be used in that kind of role if 
you want. The face is very clean and on 
his head there's a backwards baseball cap 
and a visor that's not yet been pulled 
down over his eyes. His armor looks 
bulky but I still think he's believable in a 
recon role. There's a bunch of gear on his 
backpack, including two more guns. The 
sniper rifle is very well sculpted but if 
there's a bit of the model that you're most 
likely to bend or break it's the barrel of 
the gun and that's just because it's long, 
thin and kind of sticking out there. 
There's really nothing to do about this 
except to be careful when handling the 
figure. I am grateful that the rifle was sculpted with the majority of the arms attached 
to it and that we didn't have the gun and two arms and the body. Getting a gun and 
two arms to line up right on a separate body can give me fits sometimes, but maybe 
that's just me. Anyway, on this model the gun part fits right onto the body part and 
you're ready to go. Cleaning was very minor here. The body needed none and the 
parts on the separate sprue really only needed cleaning up where they attached to the 
metal tab. 


MMA002 MERCS Heavy Assault $9.99 
Sculpted by Tom Mason 


The second guy is carrying a different kind of big gun, one that's designed to spit out a 
whole slew of bullets all over the place instead of just one carefully placed on like with 
the sniper. There's four pieces to this model (body, gun, backpack, ammo belt). Once 
completed the model looks like he's leaning back a a bit and trying to control the 
weapon that he's firing. I like the pose quite a bit and it adds a bit of realism to his 
action for me. His armor is a bit bulkier 

than the sniper but that's to be expected as ’ 

he'll probably be closer to the action than 
the guy above. His additional pieces are 
cast on a single metal sprue. The heavy 
machinegun is sculpted like the sniper 
rifle meaning that it has most of both 
arms sculpted along with the gun and this 
makes assembly go much easier. The 
backpack has pouches and gear rather 
than more guns, but does look like it 
might be carrying extra barrel attachments 
for the heavy machinegun in case it over- 
heats. The ammo belt goes from the bot- 
tom of the backpack to the side of the gun 


__MONGOOSE PUBLISHING 


www.mongoosepublishing.com Tynicons 


One of the best selling series from D20 is back — better than 
ever, fully re-written and updated for 4th edition. Designed 
by Italian studio Asterion Press, the all new Quintessential 
range begins explosively with the Quintessential Wizard. 


Each Quintessential book is a complete toolkit for players, 
dedicated to a single character class or race. 


Raw magic power: the essence of all true fantasy role-play- 
ing games. In a world where magic permeates all aspects 
of daily life, a wizard is the undisputed lord of arcane lore. 
If you think that a wizard’s only way to express his true 
might is by casting a mundane fireball, take a look at THE 
QUINTESSENTIAL WIZARD and think again! 


In this book you will find a brand-new origins system, over 
70 new powers, new rituals, 14 paragon paths, new feats, 
four new arcane implements, and many magic items spe- 
cifically designed for arcane casters, including runes. Your 
wizard will be truly unique and will be able to choose from 
a wide range of options. This book also features guidelines 
to play your wizard in combat and non-combat situations, 
organisations that may help or hinder your efforts, and new 
rules to build your perfect mansion, a magical tower to 
keep all your treasures and secrets. 


The Kingdom of Dardarrick is beset on all fronts. To the east, open war- 
fare with the Republic of Lorn has claimed tens of thousands of lives 
over the past decade and trenches now run parallel to the border, uproot- 
ing towns and villages in their wake. To the south, Lorn’s ally, the King- 
dom of Torres constantly threatens overt military action, and has been 
implicated in many raids on nearby towns as the nation reaches a fever 
pitch of religious hatred. The wildlands to the west and north are home 
to goblinoids, ogres and giants, who must be constantly beaten back as 
they encroach on Dardarrick territory. And even within Dardarrick itself, 
evil lurks as the followers of the deposed theocrat Tomarsson plot their 
fanatical return to power. 


Players take the role of the legendary Wraith Recon units, dedicated 
special forces trained and equipped to operate far from the rest of the 
army. Entrusted with the most dire missions, the Wraiths are capable of 
overcoming almost any obstacle. Armed with the latest in Dardarrick 
magicks, and kept informed by the mysterious Spellcom system, Wraith 
Recon units are tasked with assassinations, raids, reconnaissance, and 
hostage rescue missions, in the name of truth, liberty and justice. 


and fit well. Cleaning on this guy was pretty much the same as with the sniper, mean- 
ing just about none needed. In the long run I'd love to see a whole squad of these guys 
come out, with as many variants and options as Mr. Mason can put in there. The cur- 
rent ones will be a swell addition to a CSO army for Rezolution or they could do very 
nicely as additions to a PanOceana army for Infinity. 


Reviews by Mark Theurer 


OTHERWORLD 


MINIATURES 


04 - Pig-faced Orc Warband £24.00 


In this large blister pack we find nine orcs and round plastic slotta-bases. But, these 
are not orcs like you mostly see them today. These are old-school pig-faced orcs back 
from when I started playing D&D many, many years ago. Out of the nine models you 
get three basic poses but each figure is armed differently to make each one unique. In 
what I'll call the "attacking" pose you have an orc carrying a flail, another with a two- 
handed sword and the last with a two handed axe. Their armor, clothes and gear are 
identical but they all have different heads, too. One is snarling and wears a tight fitting 
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leather hat, another is baring his teeth and has sort of a pointed hat on and the last has 
his mouth open as if he's yelling (or makign whatever kind fo war-cry sound that pig- 
faced orcs make). The next three are sort of standing at "attention" and each carries a 
hafted weapon ending in a different blade. Again, armor is the same across the three, 
but it's different from the first group and you get three different heads here, too and 
you also get three shields for these guys. So far, all of the models have been single- 
piece figures but in the last three we get into a bit more assembly. One carries a sword 
above his head while the other two have either a spear or axe that attaches at the wrist. 
Each of these has a shield, too. Even though each group of three has different armor 
they will all look fine painted up and hitting the field of battle together. I also think 
they'll look fine in ranked groups for games like Warhammer Fantasy if you wanted to 
build an old-school looking orc army. Details are all crisp and cleanup was minimal 
across the board. The sheilds fit onto their left hands perfectly and you might want to 
pin the joints where the two guys have a weapon/hand connect at the right wrist but I 
don't think that I'll do it. If you're taking regular care of the figures they should be 
fine. As an old-school (and new 4th edtiion, too) D&D player I have a nostalgic love 
for these figures and they will defintiely be appearing in my campaign. After the con- 
version rate you're looking at around $4.23 per figure which is pretty good by today's 
pricing standards and I like the set a lot. I'm going to put them on square slotta-bases 
but that's just a personal preference so I can use them in D&D and as part of my Reven 
army for Warlord. 


Reviews by Mark Theurer 


280524-0150 Meteor Zond 13,00€ 


The Meteor Zond is one of the newest additions to the Nomad army list, and boy is it a 
“dew zee”. This baby comes in ten pieces, and that does not even count its base. Fora 


base, you actually 
have two different 
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as a two piece trans- 
parent flying base 
supplied with the 
model. There are 
three primary pieces 
that make up the 
body of the vehicle, 
two of which are 
ee vy es outrigger type wings 
Ke Authentic 3D Wild West ' | and the other being 
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OMAN SHIP 8 BUILDING MODELS The last three pieces 
are also mounted on 
a ance sprue, and included two pieces for the main gun and a spoiler that extends off 
the rear. All in all I love the look of the model, and it is really something in both its 
detail and in its originality. Due the variety of small pieces and the sprue, there is 
some significant clean-up work needed to get off the excess metal, so I will warn you 
that there will be some work in assembling this puppy, but I think you will agree that 
the finished product is well worth it. 


208328-0152 Domaru Butai with Chain Rifle 7,50€ 


Last issue we reviewed a Domaru Butai (a light infantry unit) with a boarding shotgun. 
This issue we get another Domaru Butai to add to the ranks. Now I like some unit 
cohesion so the first thing I had to do was to grab the other one and compare the two. 
Perfect! Same armor design and style. This one is a male figure too. Also the secon- 
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dary armament is the same 
with both carrying pistols and 
a pair of swords. The main 
weapon for this one is the 
chain gun, and if you thought 
the boarding shotgun looked 
sweet you'll love the chain 
gun. ‘That’s one big nasty 
looking weapon! In all this is 
a five piece model with a 
torso, 2 separate arms, the 
swords and a round base. 
Now here’s the best part, I 
took the arms from this model and posed them on the other model and vice versa. 
They fit pretty well. So if you wanted a male/female combo with boarding shotguns or 
chain guns you could get several of each blister and match up the weapons the way 
you want to. Whether Corvus Belli planned it that way or not, that gets a big “thumbs 
up” in my book. 


280125-0151 S.A.S. with Boarding Shotgun 7,50€ 


Here we have a pretty 
simple three-piece model 
that’s stalking forward 
about to assassinate some 
enemy. All of the figure’s 
parts needed some kind of 
cleaning, but mostly on 
the arms. There were bits 
of metal and flash on 
them. The body needed 
the least amount of clean- 
Hing but there was still 
some to do. The knife is 
thin and prone to bending 
and you might, like I did, find it bent coming out of the package. I got it back to being 
straight easily enough but it’s likely to be bent again from time to time. The right arm, 
carrying the pistol, didn’t have this problem and I don’t see any issues with it. Details 
are excellent on this model and his knit ski-mask is especially well done. He’s covered 
in various pouches and bags but I can’t seem to find the Boarding Shotgun that he’s 
supposed to be armed with. If you’re not playing an Ariadna army in Infinity I think 
he’d do well in a Weird War II game as an assassin-type figure. 


280619-0153 Rasyat with Combi-Rifle 


Here we have six parts that make up a new Combined Army troop with a very large 


jump/flight pack. The 
parts consist of part of the 
body the right leg the 
head, the jump/flight pack, 
the right arm with knife, 
and finally the left arm 
that’s carrying a rifle. The 
rifle is the same as other 
CA troopers carry as is the 
knife. Cleaning took sev- 
eral minutes as each part 
had either a bit of flash or 
some extra bits of metal 
from the casting process. 
Once the cleaning was 
done everything went together very easily. There are knobs and voids on all of the 
parts and you really can’t assemble it wrong. This also limits the pose options that you 
have, unless you want to break out the green stuff, but that’s not a big deal. I really, 
really, like the flight pack. It looks sort of like an opened up flower, well a very alien 
one, to me and I think it looks very good. This is a cool model and a welcome addition 
to my Combined Army force. 


Rasyat 


Combined Army 


280704-0142 Saito Togan 7,50€ 


Saito Togan is a new miniature for the game Infinity. As a mercenary he can be used 
in all armies. His sculpt is a whopping six pieces plus a round plastic slotted base. As 
the pictures show, the Saito Togan is posed on one foot. Fortunately the tab on the 
foot inserted into the slot runs the full length of the slotted base for ease of gluing. The 
leg and waist, torso, 1 arm, head, scabbard, and shoulder spike are all cut as separate 
pieces. The torso attaches to the hips with a ball and socket joint that are cut in a way 
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scabbard and shoulder spike have pretty pronounced sprue attached. You will need 
clippers or a knife to remove it without damaging the pieces. All the remaining pieces 
have some need of cleaning off of sprue, but except for the pants little to no knife work 
or sanding is needed. The pants do have a significant amount of mold lines. I love the 
pose of the miniature, and with the amount of ball and socket joints you can change the 
flavor of the miniature quite a bit with just simple repositioning. I am a bit concerned 
whenever any miniature is posed on one foot, but the full length tab allows you to as- 
semble the entire miniature prior to attaching the slotted base and cutting the tab to 
center the miniature’s center of gravity well enough to keep it from falling over. 


Reviews by Clay Richmond, Rodney Forehand, 
Mark Theurer and Christopher Carr 


3355 Swarm of Bats $7.99 
Sculpted by Werner Klocke 


Well, when they say “Swarm of Bats” 
they are not kidding! Before pulling this 
mini out of the blister I was figuring there 
would be 5 or 6 bats at most. From what I 
can count and I lost my count several 
times I’m guessing there are at least 18 or 
19 bats in this swarm. The display is 
really cool in that they are flying over a 
crumbing tombstone which helps give it a 
more ominous feel. In addition, there are 
two bats that come separate from the blis- 
ter so if you’re feeling creative you could 
probably prop them with wires or use 
them separately. This is a three piece mini 
with the main swarm figure and then the two individual bats. 


3361 Shaeress Nashanneth, Dark Elf Queen $6.99 
Sculpted by Werner Klocke 


This long named temptress is a model with a whole lot of fine detail covering her from 
head to toe... that is except for the places where she is showing off a little leg and 
cheek. She comes in three pieces, with one of the pieces being her long hair that hangs 
down all the way to her feet. The second piece is her left arm and the long silky sleeve 
that also billows nearly to the ground. The third piece is obviously the rest of her. As 


I mentioned, this model is rife with detail 
mostly concentrated on her armor and her 
silky clothes, but the detail and propor- 
tions in her face and hands are also excel- 
lent. Due to all the thin clothes and spikes 
in her head piece, she does have a bit 
more flash and metal spurs than normal, 
so there may be some work in cleaning 
her up, but I think you will agree that the 
finished product is well worth it. She 
stands on a nice sized base, so she has no 
balance issues, and there is no need to 
rebase her to keep her stable. The blister 
calls her an elf, but I think she could also 
pass herself off as a human as well, so she 
becomes more versatile than you might 
first think. 


3364 Isabeau Laroche, Female Paladin $5.99 
Sculpted by Werner Klocke 


Here is another lady that probably has to spell her 
name for people a lot. This is a two piece model 
of exactly what I would picture in my mind if I 
were to try and think of a female paladin. She is 
not one to put on airs. Her attire is functional yet 
elegant, and she is well equipped to hold her own 
in battle without looking like she is ready to walk 
down the ramp for a fashion show. Even her hair 
is done up in a braided pony tail giving her a con- 
trolled yet feminine look. The one piece that 
needs to be glued on is her left arm and shield, and 
it comes attached to the base, so it will have to be trimmed off before attaching it to 
her. The left arm fits nicely into a ball in socket type joint that is hidden with her cloak 
so is should be a strong as well as a hidden joint when finished. She is well balanced, 
but her base is small enough that she could be knocked over without too much of a 
bump, so if you plan on using her in a table top game I would rebase her. I like the 
detail in her armor, but I think her face, head and hair is where her best features can be 
found. This would be a great model for a fantasy RPG game. 


3365 Argonnite, Elf Cleric $7.99 

Sculpted by Derek Schubert 

I have to tip my hat to the sculptor for this one. This guy is one of the more versatile 
models you are likely to find. It is really just a two piece model, but there are five 
pieces supplied. Four of the pieces, which all come attached to a common sprue, are 
all the right hand, but each is gripping a different type of weapon. The choices include 
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a bow, mace, staff and sword. 
So, although the blister names 
this elf a cleric, he could also 
pass as a fighter, ranger, wizard, 
or just about anything else. The 
hand fits onto the main torso at 
the right wrist over an exception- 
ally nice sized pin making for a 
great joint. The facial features 
on this guy are very definitely 
eleven, complete with the 
pointed ears and leafy cut to his 
clothes. But with the option to 
pick his weapon, you can really 
alter how he looks. There are 
mild molds lines on the model, but the only other excess metal on the model would be 
the sprue that the four weapons are mounted on. This is a great model that has the kind 
of versatility we all wish would come standard with all figures. 


3366 Karse, Irongrave Knight $6.99 
Sculpted by Bobby Jackson 


Karse is a single piece 
solid cast model, and boy 
is it striking. The detail 
on this burly guy simply 
leaps out at you. Nothing 
is left out, and no detail is 
too small. There are mild 
mold lines and a few 
metal spurs, but they are 
all in places where they 
should be easy to remove. 
Not only is the sculpting 
extremely distinct, but it 
is also so finely detailed 
that I find myself staring 
at this model over and 
over again trying to take it all in. He is obviously a bad dude as his armor is adored 
with several skulls, spikes, and even a few chains thrown in for good measure. This 
guy is no small piece of metal, but his base is a bit narrow so that it only takes a small 
nudge for this big guy to do a face plant, so he is definitely a candidate for rebasing. 
There are no eak points and the models and he is well balanced and proportioned. If 
you can’t already tell, I love this model, and I can’t wait to get this guy on my painting 
table. 
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* Dark Heaven Legends, Warlord 
and Chronoscope Models are 
hand cast in high-quality pewter 
and come unassembled 
and unpainted! 


* Legendary Encounters figures 
are Pre-painted non-random 
plastic figures! 


* Sculpted by the best names 


* Over 2000. models to in the industry! 


choose from! 

*Find the figure you need on 

* Monthly new releases to — our Figure Finder! 

satisfy your campaign needs! COM www.reapermini.com/figurefinder 
* Can be melted down into Bullets in case of Zombie Uprising! 


3368 Children of the Zodiac: Scorpio $6.99 
Sculpted by Bob Ridolfi 


Scorpio is the next figure of 
the Children of the Zodiac 
collection. She is a young and 
trim looking woman wearing 
a loose skirt and shirt with 
midriff exposed. She has 
wrist and ankle bracelets and 
she’s carrying several scrolls 
in her left arm. Her hair is 
braided with a headpiece that 
looks like a scorpion and 
there is even a stinger at- 
tached to the end of her pony 
tail. Like the other Children 
of the Zodiac pieces this fig- 
ure comes with a curved base 
so that it can fit in with the rest of the figures and includes the symbol of Scorpio on it. 
It’s a very lovely and delicate looking figure and now I’m starting to think I should 
start collecting the Children myself. 


3377 Rotpatch, Pumpkin Golem 


This single-piece figure is a whole mess of pumpkins that have been magically joined 
and risen as a golem. It carries a long scythe in what would be its right hand, but it’s 
really more a collection of vines that grasp the weapon. More vines make up the struc- 
tural elements that would normally be bones and there are small and large pumpkins at 
various places on its body. Most significant of these are a large one that makes up the 
chest and a medium 
one for the head. 
Both are cracked 
open and showing 
their pulpy and 
stringy insides. 
There were very few 
bits of flash on the 
model and the only 
mold line that I 
found was along the 
top of the scythe 
blade. In addition to 
obvious uses in fan- 
tasy games I think it 
would make a great 
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villain in a Halloween-themed game of Champions. 


14461 Maladorn, Darkspawn Fire Demon $27.49 
Sculpted by Tim Prow 


Well, I think I found a 
winner for my favorite 
model for this issue, 
and I have to add that 
for this issue there are 
more than a few con- 
tenders. This guy is a 
sizable chunk of metal 
and he is one wicked 
looking chunk of metal 
at that. He comes in a 
total of seven pieces, 
and there is also a large 
square metal slotta base 
included to mount him 
on. The torso is broken up into two pieces, attaching at the waist with a very substan- 
tial ball in socket joint. His right hand holds a great big demonish looking sword, 
which looks like it might leave a mark, and attaches at the wrist with another very nice 
ball in socket joint. The right hand is also a detached piece but it holds a sword of 
flame with a whip-like tendril the trails nearly to the ground. The tail is the fifth piece 
and I’m guessing you can figure out where that attaches, and it also snakes out and 
curls nearly to the ground. The last two pieces are both attached to a sprue and one is 
his jaw, and the other is the rest of his head. The two combine to make a very mad 
looking demon face complete with horns. The detail on this model is super vivid and 
lacks nothing in definition. That combined with the fact that there are very few places 
where the sculptor didn’t go the extra mile and put in a little “extra” really makes this 
model something special. The height of this guy is like two an a quarter inches, so he 
is no small wimp. Needless to say, I rather like this model, and simply love how this 
guy is decorated. 


14501 Scuttlebones, Undead Crab $16.99 
Sculpted by Jason Wiebe 


Here is another model that I 
just have to say well done to 
Mr Wiebe. In fact I rather 
think that this may be a 
model that you may not want 
to fully assemble. The model 
comes in a total of twelve 
pieces, which may seem like 


a lot, but ten of the pieces or legs. The ten legs come in two sets of five, and each set 
comes mounted on a sprue. Of the five legs in each set, one is a huge claw, three are 
legs, and the last is a swimming leg (I had to look up the anatomy of a crab to figure 
that one out). Now for the best part, the main body comes in two halves, and inside we 
have the left of remains of some poor sucker that happens to be mostly digested. At 
first I thought this was supper cool, but wasted effort until I realized that the top half of 
the body actually has a couple of holes in it so that you could see what was in the 
dude’s stomach. So when this guy is all assembled and painted, this is going to be a 
real eye turer, I mean, how many models do you get to look at its guts on the battle- 
field? The model is made for the Razig army in Warlord, but I think this is an awe- 
some monster model for just about any fantasy based game you can think of. 


14504 Saproling Warrior, Elf Adept $4.99 
Sculpted by Kevin Williams 


The Saproling Warrior looks like a young 
treant, but still not something to be taken 
lightly because of its size. Actually it’s arms 
and legs look thick and sturdy. There are 
plenty of gnarled branches and knots to give 
a good tree texture but still a humanoid form 
is visible in it all. There are plenty of 
grooves in the wood texture that you should 
really be able to play with the colors. This 
mini comes as one piece and includes a 
square slotted base. This figure will fit well 
for both Warlords and regular fantasy gam- 

ing. 


14508 Verone, Ivy Crown Captain $7.49 
Sculpted by Bobby Jackson 


Verone is a three piece model of a captain 
in the Crusader army for the game of War- 
lord. But there is a little added bonus with 
this model because there are four pieces 
supplied with the figure, and he has a 
square plastic slotta base also included. 
The bonus is that there are two different 
heads that you have to choose from, one in 
a full helm, and the other with no helm at 
all. I’ll say this too, making a choice from 
those two heads is no small task, they are 
both way above par. In fact, you can carry 
that over to the rest of the model as this 
guy has some amazing detail on him. This 
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is another model that to get the most out of it you simple have to look at it with a mag- 
nifying glass, the detail is that good. I personally think that what we have here is a 
great model for a painter wanting to do something special in a painting contest. The 
model is clean, and has very distinct and has very bold detail. My hat comes off for 
this one, it’s a great model and I guarantee you that you will some see this guy in my 
Crusader army list soon. 


14516 Line Breaker, Koborlas Adept $12.99 
Sculpted by Tim Prow 


If you happen to be 
looking for a werewolf 
like creature with a 
crossbow then this is 
just the figure for you. 
This lupine warrior is 
huge coming in around 
45mm from the bottom 
of his feet to the top of 
his head. He has a good 
mix of muscle texture 
and fur to let you bring 
out the color in both. 
The crossbow is really 
cool with the head of it 
shaped like a dragon 
head. The lupine war- 
rior is wearing a loin cloth, a shoulder plate and bracer on his left arm. He has some 
banded armor on his left thigh as well. The only other equipment he has is his quiver 
with is attached by a belt. The figure comes with a 1.5” square base and the miniature 
is all one piece so no assembly re- 
quired. 


50012 Jack the Ripper $5.99 
Sculpted by Gene Van Horne 


Jack the Ripper may be a bad person 
in history, but as a miniature he’s 
really cool. I like the look of his 19th 
century clothing with the large top hat 
and round rimmed glasses. Jack has a 
pointed goatee that really gives a dev- 
ilish look to his wicked smile. His 
coat is flowing with the breeze while 
one arm is raised ready to strike with 
a weapon and the other hand is held 


low. There are no hands on either arm as these come on a 
separate sprue. There are 2 left hands to choose from, one 
is holding a doctors bag and the other a straight razor. The 
two right hand options are a knife and a straight razor. The 
base that comes with this figure is a round slotted base. If 
you are looking for a good villain character for your pulp 
gaming then this one is perfect! 


50024 Candy, Anime Heroine $4.99 
Sculpted by Bob Ridolfi 


Any fan of anime knows that school aged girls always 
wear skimpy uniforms and carry guns right? Well, not 
always, but this girl certainly fits the bill. Candy has curly 
shoulder length hair and very delicate features. Candy is 
wearing a school girl uniform and is standing in a rather 
playful pose that is if you ignore the assault rifle in her left hand. This is a pretty cool 
looking weapon with a light stock, its magazine fed and has a scope on it and it could 
pass for modern or futuristic. Candy comes as one piece so no assembly is required 
except for attaching her to a round slotted base. Candy will work perfect for both mod- 
ern and futuristic gaming. 


50029 British Colonial Riflemen $13.99 
Sculpted by Bob Ollie 


This is a really cool blister with 3 riflemen wearing Victorian era British uniforms. I 
would describe them as looking more like they were from the Anglo-Zulu war style 
with the tunics and single-striped trousers and ammo pouches and of course the pith 
helmet. The rifles are definitely breech-loaders and with the large bayonets I’m guess- 
ing they are Martini-Henry rifles. Each soldier is also carrying a satchel for some addi- 
tional supplies. The ‘first 
figure is in a_ kneeling 
stance with his rifle braced 
in one hand and his other 
hand is reaching into the 
ammo pouch for a new 
round. He has a distin- 
guished look with bushy 
sideburns that connect to a 
full mustache. The second 
soldier is standing with his 
rifle held ready to either 
move to fire or lower it for 
using the bayonet. He 
wears a full beard and mus- 
tache and has the weathered 
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look of a seasoned veteran. The last 
soldier has his rifle in his left hand 
and making a motion with his right. 
He has sergeant stripes so you can 
assume his giving orders (that and 
his mouth is open because a good 
sergeant is always yelling!). This 
sergeant may have a smooth chin 
compared to the others, but he’s still 
got a great a looking mustache. Each 
of these soldiers are one piece mod- 
els so no additional assembly is 
needed and each comes with its own 
round slotted base. 
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50031 Ape-X, Super Villain $16.99 
Sculpted by Jason Wiebe 


Man, the Chronoscope line just con- 
tinues to impress me! As soon as I 
saw the green of Ape-X my eyes got 
wide as saucers and now that I’ve held it in my hand I’m even happier. Ape-X comes 
with a sprue that gives you multiple options for each hand. For the right you can 
choose either a mini-gun (shown), a giant corkscrew drill or a big mace. For the left 
hand you can use a big metal fist or any of the previously discussed three items. He 
has a big belly with a couple of jacks for tube-like inputs and there’s also a mechanical 
device that’s fixed on his back that has tubes coming off of it that go to each arm and 
into his head, which bears a metal skullcap and a bionic eye. Detailing on the fur is 
very good and cleanup went fairly easily with on a very few bits of flash to be found. 
The only thing that I don’t like is the regular sized base that it comes on but it’s really 
not an issue to swap it out for a larger base. This figure has a long life 
ahead of it in games of Champions, Pulp City, AE-WWII, or even d20 
Modern. Great, great figure here! 


50037 Harvey, Psycho Killer 


The Chronoscope party continues 
™ with Harvey, a bad man that gives 
you many options for his assembly. 
You get the body as a single piece 
and then have a choice of three 
heads and two options for each 
hand. He’s wearing a sleeveless 
shirt, a butcher’s apron, jeans, and 
high boots. His big belly strains 
against the apron but you can’t see 
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it. That’s not true for his butt 
crack, which is plainly visible 
if you turn the figure around. 
There are some added details 
like holes in his shirt and the 
apron strings and these are 
nice touches. I found a faint 
mold line going around his 
shoulders and up the outside 
of each leg. For head options 
you have the hockey-mask 
version (shown) and you also 
get a “Leatherface” version 
that looks like he’s wearing a 
human face for a mask and 
lastly there’s a sort of ugly 
mutant face. If you imagine 
Jason from the Friday the 
13th movies you get a good 
idea. For his right hand you 
can choose either a large 
hook or a meat cleaver and 
for the left there’s a chainsaw 
(dubbed the Zombinator 1000 
which is sculpted onto the 
weapon) or a large knife. Of 
course I’ll be going with the 
chainsaw and maybe the meat 
cleaver. He might not be on 
tap for a WWII game, but I 
can’t think of a better model 
to drop into a game of All 
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37007 American Infantry $4.99 
Sculpted by Gene Van Horne 


I’m getting on a pretty serious WWII kick right now 
with AE-WWII and Secrets of the Third Reich and 
Reaper’s Reich of the Dead line is certainly helping me 
to feed my need for more little metal soldiers. This first 


one is an American infantryman that’s carrying a rifle in a pose that suggests he’s cau- 
tiously advancing. It’s a one-piece model with very little flash but I did find a mold 
line going around the top of the figure. You’ll notice that he comes with a round base 
with a beveled edge and this makes him perfect for use in either of the previously- 
mentioned games right out of the blister pack. 


I’m very happy that Reaper is packing these with the beveled-edge bases as it save me 
from having to buy more of them just to replace ones that they might normally come 
with. He carries a canteen and a few pouches on his belt and makes a fine additional 
grunt with a gun for an American force. 


37008 American Sniper $4.99 
Sculpted by Gene Van Horne 


The next guy from these new US troops is a 
sniper. He’s standing and taking aim at a distant 
enemy and it’s a pretty generic pose without too 
much action but it’s suitable for the figure. His 
uniform matches the previous figure, but he’s 
also carrying a single grenade and a shovel in 
addition to the pouches and canteen. The mold 
line on this guy was very faint, barely visible in 
fact but the shovel’s handle was bent a bit and 
needed to be straightened. It’s a single-piece 
model, like the previous one, and he was ready 
to glue to the base and prime in under a minute. 


37009 American NCO with Tommy Gun $4.99 
Sculpted by Gene Van Horne 


Here we get a much more action-oriented pose as 
opposed to the more static ones with the previous 
two figures. It’s still a single-piece model but this 
guy is running forward and yelling for his fellow 
troops to follow. There were some bits of extra 
metal around the gun and his extended finger but 
these cleaned up easily. The mold line around his 
helmet was more pronounced than the other fig- 
ures but I was able to get rid of it without any 

damage to the figure. There’s a bit of metal that 
needs to be removed where his left foot connects 
to the casting tab but this is easily accomplished. 
A grenade, canteen and pouches are his extra gear. 


37010 American Machine Gunner $4.99 
Sculpted by Gene Van Horne 


The “heavy” for the group is a guy carrying a ma- 
chine gun and he comes as a two-piece model. 
His left hand and the barrel of the gun are cast 
together as a separate piece and it glues on to the 
rest of the model easily. There’s really no way to 
put it together wrong and I’m glad that there are 
not two hands and the gun to carefully put to- 
gether and try to avoid gluing yourself (or maybe just myself) to the model. 


He’s 
standing, cradling the gun, and either blazing away or ready for an enemy to pop out. 
Other than the assembly of the gun and trimming of the metal tab where it was con- 
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nected the cast- 
ing tab this guy 
had the least 
cleaning needed 
of any of the 
American’s and 
his mold line 
was barely visi- 
ble at all. 


37011 American Infantry (3) $13.99 
Sculpted by Gene Van Horne 


This is simply a blister that contains three of the same guy that we saw earlier under 
stock number 37007. You can pick up save about a dollar if you want / need to pick 
up three at a time instead of just one. Any player of a WWII (weird or standard) 
28mm games could find lots of uses for this whole group of figs and mine will be 
drafted into service shortly. 
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KFD015 Duke of Khazard £3.50 
Sculpted by Kevin White 


HFD015 
Duke of Khazad 


Duke is one proud Dwarf with his 
arms thrusting his sword towards the 
sky in a victorious pose. In addition, 
his mouth is open to show that he’s 
giving a yell or perhaps singing a 
Dwarven battle hymn. Duke is a well 
protected Dwarf too wearing a chain 
shirt and chain leggings with pieces of 
plate covering his joints, while a helm 
protects his head. You have plenty of 
opportunity to add some color to the 
armor with the tabard that covers his 
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jacket, a t-shirt and biking 
gloves. The undershirt just 
begs to have some punk band 
logo on it. Joe has some 
nicely muscled arms that 
show he can put a lot of 
power into his bat swing. 
This miniature is one piece so 
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_ Battleground: Kingdoms combines scenario cards, 
map cards and special situations to challenge you 
with countless unique battles. Whether you use the 
full campaign system or the scenario generator for 
a one time battle, Battleground: Kingdoms will 
present you with new tactical and strategic decisions 

= every game. 


A supplement for Battleground: Fantasy Warfare. 


side the torso, the three other pieces are all hands holding weapons and come mounted 
on a single sprue. One hand is his left hand and it is holding an ax. The other two 
hands are both right hands, and one holds an ax and the other holds a flint lock pistol. 
In typical Dwarven style, this guy has loads of curly locks sprouting from his head and 
chin and is covered (except for the hair) in heavy Dwarven style armor. He is a very 
clean model with no flash, visible mold lines, or any other kind of excess metal, so 
prep time is short and sweet after the pieces are removed from the sprue. This is an- 
other good model for anyone playing a dwarf in a fantasy based adventure RPG game. 


HFA047 Parker 
Sculpted by Kevin White 
Parker is 
about the size 
HFA047 Parker of a child, 
male adventurer maybe a 
with machete young teen- 


ager, who is 
dressed in a 
large parka 
and also 
wears gloves 
pants, and a 
mask that 
covers most of his face. He’s a a large machete and is in sort of a an “at-guard” 
pose where he’s waiting for 7 
something to happen or for 
a bad guy to jump out at 
him. The mold line was 
visible around almost the 
whole outside of the figure 
but it was not hard to get 
rid of. The most detail on 
the figure is on the coat 
where we see a bunch of 
clasps and big pockets. 
He’d be good in a 30 Days 
of Night kind of horror 
game. 


HFE007 Ceril 
Sculpted by Kevin White 


Ceril is a new Hasslefree 
model that should soon be 
available if it is not al- 
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ready. He is a four piece model with the three smaller pieces coming on a single sprue 
and the main torso bein g the fourth piece. The three smaller pieces include both arms 
and a knife which is an optional piece that can be used in several different ways or not 
used at all. Both arms connect at the shoulders with flat face on face joints with plenty 
of surface to surface contact. The detail on the model is excellent, with particular at- 
tention given to the face and head giving this guy a very distinctive look. The model is 
very clean, with even the mold lines being quite difficult to detect, so the only real 
work required to get the model ready for assembly is removing the three small pieces 
from the sprue. Both his stance and his dire countenance make this figure and ideal 
model for an adventuring RPG game in my humble opinion either as an PC or as a 
NPC or lead bad guy. 


HFH042 Dominatrix Libby £3.50 
HFP012 Mystic Warrior Libby £4.50 
Both sculpted by Kevin White 


Both of these sculpts 
are based off of Kev's 
wife, Sally, and they 
are part of a growing 
number of miniatures 
that bear her likeness. 
There's a Warrior 
Libby, a Barbarian 
Libby, and a Power 
Armored Libby and 
now we have two 
more. The first, Do- 
minatrix Libby, 
comes in two pieces 
with her right hand 


needing to be glued on at about the elbow. As you can see, she's wearing a mask with 
cat ears and a skin tight body suit along with some very high boots that go past her 
knees. Her right hand is definitely in a pose that looks like she's giving an order. 
Maybe it's to Kev to crank miniatures out faster? In her left hand, which is hidden 
behind her back, she carries a short riding crop. No doubt, it's used to discipline Kev. 
There was a faint mold line running up the right side of her body but I was able to 
clean it easily enough. It's mostly visible on her thigh. Detail on her boots is very 
good and you can count each lace if you like. So, what to use her for? Well, if your 
zombie apocalypse takes place in a seedy part of town you can have a half-clothed 
businessman, or Kevinicus (seen below) come running out of a building followed by 
Dominatrix Libby who now has to contend with the living dead. She could also be a 
good villain in Pulp City. 


The second new Libby is a Mystic Warrior that looks more than a bit like a certain 
type of laser-sword wielding warrior from an series of iconic movies. Of course, she's 
different enough to keep Kev out of the courts, too. She comes in four parts with her 
right arm and sword as a separate piece and two long pig-tails also on a metal tab. 
There was a very, very small mold line along one part of her cloak and there were a 
few bits that needed to be cleaned/trimmed off of the bottom of her cloak but these 
were hardly an issue at all. The three joints (hair/hair/arm) could be pinned if you 
want but they seem ok to me. The flowing hair is a really prominant feature of this 
figure, along with the sword. I can see her being used in the Star Wars rpg, but she 
could also find work in other sci-fi games like Traveller and could also be a hero coun- 
terpart to our villain Libby, above, in Pulp City. 


HF W302 Goblin Scout 
Sculpted by Mark Kay 


Slinky was the first word that came to my mind when I saw this miniature, which is a 
good description for how I = 

picture a goblin. This scout 
carries a bow for a weapon, 
but the way he squats and 
relies on his other arm to 
support his weight lets you 
know that this guy definitely 
slinks. The musculature of 
this figure is very realistic 
looking and there are even a 
few warts to keep the skin 
from looking to smooth. 
Assembly for this model is a 
little bit trickier as there are 
five pieces total. The sepa- 
rate pieces are the hand with ‘ 
the bow, the other arm, the jeeas 
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left leg, the quiver and then the main body. Having said that they all fit together very 
smoothly and it wasn’t a difficult assembly at all. 


HFW700 Traveling court of the Brownie King 
Sculpted by Michael Thorp 
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Here is one of the more interesting pieces I’ve seen in a while. This is a three piece 
model, but the lion’s share of the metal is all in the main body of the model that in- 
cludes everything except the right leg and tail. These last two pieces are both mounted 
on a separate sprue and connect to the main body with large surface to surface joints. 
The miniature Brownie court (or castle as the case may be), rides on the back of this 
two legged creature that brings to mind images of the Dark Crystal. Again, as is so 
often the case with Hasslefree, there is very little clean up required for this piece. You 
will be challenged to find any mold lines, spurs or anything else unwanted on the 
model with the exception of the sprue debris. This is a fun model, and I like the crea- 
ture enough that I wish you could get a version of him without the castle. 


HFH044 Medieval Children 

Sculpted by Kevin White 

One thing about Hasslefree, they truly enjoy their work and never cease to come out 
with original material. This little group of aspiring knights is yet another proof of that 
fact. There are four separate single piece models included with this set, and each is a 
distinctively different armed and armoured rug rat. Who knows, these four may well 
represent one of the earliest know groups of gang bangers. We have here the big sister 
that looks like she may be the leader due only to she may have a year or two on the 
others. Being a “lady” she seems to prefer the deadly art of archery over the more 
brute force stuff and is so armed. The next two appear to be her muscle and are more 
heavily armoured and carry swords. The last little guy can’t be more than six or seven 
is dressed and armed as if he wants to grow up to be a brave and handsome cleric. All 


these models are clean and covered in nice distinct 
detail, so even their diminutive size does not de- 
tract from their crispness. All we need now is a 
budding mage and we will have an entire party of 
rug rat adventurers. 


HEF W002 Dave the Goblin Slayer 
Sculpted by John Pickford 


Dave looks like a quietly confident Goblin posed 
as he is with a sword in his right hand and a 
wooden shield on his left. He sports a chainmail 
shirt under a jacket and even has cool boots with a 
fur lining. Now stop and pan back for the bigger 
picture. I’m not sure what the thing was that Dave 
is now standing on the head of but I’m suddenly 
thinking Dave is one tough goblin! This figure 
comes in five pieces, Dave the Goblin Slayer, the 
creature’s head, the base for the head and each of 
the creature’s horns. Really, you could use Dave 
separately from the head if you should choose and 
make them two separate miniatures. 


HFH044 
MEDIEVAL 
CHILDREN 


Kevinicus 
Sculpted by Kevin White 


Last up from Hasslefree we have Kevini- 
cus, or Party Kev as I’ve seen him re- 
, ferred to on the Hasslefree forums. Kev 

White has gone from using his wife as a 
model to using himself and the results 
are what you’d call a “classic” nude. 
He’s not really in a pose that would lead 
_to him running for his life from a zombie 
holocaust after being disciplined by Do- 
minatrix Libby but he could definitely 
work as something very non-standard to 
| drop down in the middle of a game. The 
figure itself is very well done and I 
found no mold line at all and there was 
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SSS nude and “expose” himself to all of us 


Reviews by Clay Richmond Rodney 
Forehand and Mark Theurer 
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=— 8044 Wood Elf Noble in Traveling Clothes $3.00 
Sculpted by Tom Meier 


Below is an outstandingly well detailed figure that 
comes in a single piece but has an open hand that you 
can fill with a weapon of choice. He’s wearing a long- 
ish hooded cloak and fine clothing that don’t really in- 
duce thoughts of him rolling around in the mud and 
blood and guts. I see this as a great figure for a bard or 
spellcaster but could also be used convincingly as a 
fighter of the more precise, rather than brutal, variety. 
There were several metal burs along different parts of 
the model and a small, thin web of metal around his 
boots. You’ll want to be extra careful when cleaning 
him so you don’t mess up any of the outstanding detail 
such as the hair, face, or the very faint folds and ripples 
in his clothing. 


Review by Mark Theurer 


WILDFIRE OVERKILL - AN EXPANSION TO WILDFIRE 
SCIENCE FICTION MINIATURES COMBAT 


Wildfire: Overkill $13.79 Paperback 
By Greg Saunders, 
Fire Ruby Publishing 


OWVEHMILE 


If Issue 31 we reviewed the most re- 
cent version of Wildfire, a Sci-Fi skir- 
mish game. The first expansion for 
Wildfire has just recently released and 
it’s called Overkill. Overkill is not a 
large book (about 50 pages) and you 
don’t have to read all 50 pages of it 
because some of it is stats for units you 
can use for your gaming and then 
some samples command markers for the new dispositions and victory markers. So 
really, you can get it and read it all in one day. Overkill can be broken up into 3 sec- 
tions, the rules clarifications, the new optional rules and then the last section has sam- 
ple units and stats for your gaming. The rules clarifications section is a quick read of 
about 3 pages. I had already figured out and played some of these correctly (phew!), 
but it was still nice to have them reworded. On the other hand, I was apparently way 
off on the combined actions and this clarification makes it pretty clear to understand 
with a really helpful example. Some of the rules that were covered are “Opportunity 
Fire!”, “Cumulative Modifiers”, “Indirect Fire!” and a few others. So kudos to Greg 
for taking time to clarify some rules that have had us players confused. In addition to 
this section, Fire Ruby has also set up a Yahoo group that you can join and ask ques- 
tions or just discuss playing the game. 


The next section is about 16 pages and it includes a lot of new optional rules and help- 
ful picture examples for several of them. The new rules (although not grouped to- 
gether this way) can basically be broken into game mechanics, fire team behaviors, and 
new technologies. The first new rule for game mechanics covers playing larger scale 
games of Wildfire. It essentially explains how to combine several fire teams into a 
battlegroup and then use the battlegroup to coordinate all their actions. I have not tried 
it out yet (I need some more mini’s first!) but from what I read it does not seem all that 
complicated. It also lets you play with more miniatures without having to have a ton 
of more action markers. Other game play mechanics are covered with mixing technol- 
ogy levels between opposing armies, using larger scale figures and putting victory 
markers on the game board. Some of the rules that cover the behavior of your fire 
teams put a bit more emphasis on command and control. One new rule I really like is 
the addition of targeting priorities that limits what targets the fire team can choose 
based on their troop quality. For example a green unit must shoot the nearest target 
while an experienced fire team would have more freedom to pick a higher priority tar- 
get. Dispositions are another option that allows your fire team leaders to change how 
their fire teams will react to threats. Mainly it determines if they are being more defen- 
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sive or more aggressive to enemy targets. These rules definitely add a new level of 
complexity to the game and I think they are well worth putting into the game. That 
just might be the grognard in me talking though. It is up to you after all! 


The remaining rules are basically covering additional technologies into your game. 
Rules explaining trajectory weapons like mortars and also how to handle spray weap- 
ons like flame throwers. Stealth and camouflage are introduced with this rule book. A 
nice addition that recognizes advanced armor technologies, but doesn’t make the units 
impossible to see or hit, just a little harder to hit! Tracking sensors are included in this 
section as well, allowing that future tech will have all kinds of detection measures on 
the battlefield. When you think about the future of warfare it’s hard to think of every- 
thing to include and still keep the game reasonably playable. Wildfire seems to be 
taking its time introducing these new bits slowly, but in my opinion they seem to be 
doing it rather well. The last pages are some sample armies and stats for these armies 
that you can use if you don’t feel like creating your own. Some of these might seem 
familiar to you depending on your interests. Meaning they might resemble something 
out of a movie or TV series you’ve possibly seem before. Hint. Hint. This is still one 
of my favorite aspects of Wildfire in that they give you the tools to create your own 
armies based on a point system to match armies from books or shows you really like. 
This doesn’t cover everything in the new expansion so if you’re a Wildfire player 
you'll definitely want to get this book to expand your game. Sometimes expansions 
will toss in new rules and I won’t like some and choose to ignore them (given the 
choice). I have to say that the new rules included in the expansion seem to be well 
thought out and certainly add to the game play. The good news is that they are op- 
tional, so if you don’t feel the same way you don’t have to use them. Overkill is defi- 
nitely worth picking up and giving a read through if you currently play Wildfire. If 
you’re not currently playing Wildfire but are considering it you will want to pick up 
the core rule book first, but considering the cost you might as well get both! 


Review by Rodney Forehand 


te Prime Directive, d20 Modern Edition $24.99 
=») by Amarillo Design Bureau 


|The Prime Directive Core Rulebook, d20 Modern Edition, 
(PD20Mod)is a 186-page perfect bound rule book that 
\ N gives the basic rules for playing the Prime Directive RPG 


§ Game Core Rulebook by WOTC is required to use this 
volume. ADB has also published Prime Directive D20 and 
GURPS Prime Directive. A Prime Directive d6 version is 
in development. 


You’ve Upgraded your Edition. 
You’ve Upgraded\your Characters. 


14096: T’Kay 
02834: Deladrin 14069: Sir Malcolm 


14085: Freya Fangbreaker 02974: Elquin the Daring 


Now Upgrade your Miniatures! 


* Dark Heaven Legends, Warlord * Legendary Encounters figures 
and Chronoscope Models are are Pre-painted non-random 
hand cast in high-quality pewter plastic figures! 

and come unassembled 
and unpainted! 


* Sculpted by the best names 


* Over 2000 models to in the industry! 


choose from! 
*Find the figure you need on 


* Monthly new releases to our Figure Finder! 
satisfy your campaign needs! eCOm www.reapermini.com/figurefinder 


* Can be melted down into Bullets in case of Zombie Uprising! 


PD20Mod brings Amarillo Design Bureau's (ADB) Prime Directive (PD) RPG to the 
d20 Modern rule set. Prime Directive is set in the same universe as other ADB games 
such as Star Fleet Battles, Federation Commander, and Federation and Empire. Called 
the Star Fleet Universe (SFU), it is based on the original Star Trek TV series as well as 
the short-lived cartoon series and the original Star Fleet Technical Manual as published 
by Franz Joseph. As such, you will find Klingons, Tholians, Gorns, and Romulans, but 
no Cardassians, Ferengi, or The Dominion. There are, however, Kzintis, Lyrans, Hy- 
drans, Vuldar, and the Interstellar Concordium. 


Where the other ADB games deal with tactical and strategic space ship battles, Prime 
Directive concerns itself with the actions of small teams of highly trained individuals 
who act on behalf of one of the various empires in the SFU. Called "Prime Teams", 
these groups are engaged by their governments or militaries to explore, investigate, 
rescue, sabotage, escort, or other actions to further their political goals. Players take the 
role of members of these prime teams and fulfill the missions as drawn up by the game 
master. 


For anyone familiar with the Star Trek television shows and movies, think of a prime 
team as a permanent away team sent on many different missions. You can play a Fed- 
eration Prime Team or a Klingon Peace Corps team or any other group from any of the 
empires. This core rulebook includes all the information to get started in PD. Other 
supplements deal in depth with various species and empires. At this time, source books 
for the Klingons and Romulans are available while Federation, Inter-Stellar Concor- 
dium, and Tholian source books are in development. In the core rulebook are 24 spe- 
cies (including Human, Gorn, Andorian, Vulcan, Tholian, Tellerite, Rigellian, Klin- 
gon, Romulan, Hydran, Kzinti, Lyran, and Alpha-Centaurans) and each has its own 
racial traits. For these 24 species, there are the six basic d20 Modern classes plus 12 
additional classes (including marine, pilot, pirate, merchant, galactic intelligence offi- 
cer, and rogue among others), and four prestige classes. There are also skills and feats 
unique to the SFU. 


In addition to the rule mechanics mentioned above, the core rulebook includes an in- 
troduction to the Star Fleet Universe including maps technical information, and the 
great mysteries of the SFU. There are rules for advancement handled as reputation and 
seniority points and Federation medals. There is also reference information on technol- 
ogy, including warp factors. And since this is in the SFU, there are rules for not only 
including star ships in the game, but how to use the Federation Commander and/or Star 
Fleet Battles games as part of PD20Mod. Wrapping up this rather full core rulebook is 
an introductory scenario, "Rescue on Roon". 


The biggest draw for this game is, of course, for those already familiar with the Star 
Fleet Universe. For those of you who already know what the WYN Radiation Zone is, 
stop reading here and go buy the book. You know ADB's commitment to high quality 
products and you won't be disappointed in PD20Mod. For everyone else, PD20Mod 
provides a way to experience the exploits of Captain Kirk in a much more militant 
Federation; or to sing songs of honor with the Soviet-styled Klingons. If you've got a 
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soft spot for the original Star Trek, then this is the best way to role play that universe. 
If you, however, you think Klingons should have ridged foreheads and sing out of tune 
opera while fighting off the Cardassians, this universe may not have what you are 
looking for. 


Now, there is yet another group of RPG players out there who have historically been 
shorted. Those are, of course, SF RPG'ers. There are plenty of fantastical SF universes 
where you have magic or abundant psychic powers (same as magic) but if you're look- 
ing for something more hardware rather than space orcs, there are few products for 
you. PD20Mod fits this bill and, unlike other games in the genre, it is still in produc- 
tion and will be for years to come. So, if you're ready to beam down to Cetus 3 ex- 
pecting a dinner party but wind up in a Gorn attack, then run down to your local game 
store and get yourself a copy of this great game! NOTE: ADB has published an Errata 
File for PD20Mod at: 

http://www.starfleetgames.com/documents/ERRATA FOR _PD20M.pdf 


Review by J. Michael Tisdel 


Battlefield Evolution: World at War $29.95 
By Mongoose Publishing 


Last issue I reviewed “Victory at Sea” by Mongoose Pub- 
g lishing and I now have a growing collection of WWII war- 
= ships. So when I got a copy of “Battlefield Evolution: 
3 World at War” (which I’ll shorten to BE: World at War) I 
g was thinking to myself, “If this turns out to be really good 
then you’ll probably be buying a ton of WWII miniatures 
next.” I was a bit excited at the prospect, but off in the 
distance I could hear the chilling scream of my checking 
account impaling itself on a No.2 pencil. You know the 
sound, because chances are that if you are reading this then 
you are probably a miniature gamer as well. I have to admit up front that I’ve only 
played a few sets of rules for WWII ground combat using other people’s miniatures. 
So please bear that in mind if I mention something as a cool idea, not realizing that is a 
common concept for WWII game rules. I’m also not sure how these rules pair up with 
Battlefield Evolution. I’ve been looking at the game for a while, but just haven’t gotten 
into it yet. So many games and so little time to play! Like many gamers the first thing I 
did was just flip through all the pages and look at the pictures. One of the reasons a lot 
of us got into gaming was just from the amazing look of miniatures on a miniaturized 
battlefield. BE: World at War does not disappoint. As a matter of fact I went and 
looked at the credits and wow, there really are some good painters in that list. The vis- 
ual aspect from front cover to back cover is great and certainly won’t disappoint. My 
only complaint would be that all the pictures are in black and white and I’d love to see 
some color shots of all those great looking miniatures and vehicles. I chalked this up to 
“flavor” to match the rest of the actual black and white photos of actual WW2 men and 
equipment. Jumping into the rules, the book is a total of 156 pages with the first 40 
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pages being actual rules. Only about 4 of these are “Advanced” rule pages which seem 
to add more realism to game play than complexity (and that’s a good thing!). The rest 
of the book has unit listings and point values for major players in the European theater 
from 1944-1945. One of the first things that really excited me when reading through 
the rules is how easy it is to add plenty of vehicles and even aircraft. Most of the rules 
I’ve played for skirmish level gaming usually caps you around 2-3 vehicles. This game 
depends on how many points you want per side and therefore how many points you 
want to spend on vehicles over infantry. Fighter planes are expensive point-wise but 
they are also available and can be used for air superiority or ground support roles. The 
infantry rules share a lot in common with other games in that you have to keep unit 
cohesion, have a leader and morale for the unit is based on losses. Something that did 
seem new to me though was the “fire zone”. Basically you pick a target figure for your 
unit to shoot at during their shoot action. You then establish a 3” area around that tar- 
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TS eet figure and this is your fire 
~~ zone. Any figure in your unit 
| can shoot at any figure in the 
|) fire zone if they have line of 
| ss site. Next you determine how 
aaa : 
"a many dice you role for each 
"S55 figure able to shoot in your 
~S unit and roll all the di 
unit and roll all the dice at 
> once. You then allocate the 
8 damage die to each figure in 
~ Sq the target area, starting with 
wees the highest die going to the 
Ts closest unit in the fire zone, 
GSS next highest die to the next 
Ss closest unit, etc. Any remain- 
Ge ing dice you can distribute 
— however you please once all 
Gs the figures in the fire zone 
have an initial damage die. 


et 

Gs Another nice addition is the 
— ti t Wh 

ee “eaction system. en an 
Gee enemy unit completes an ac- 
See tion within 10” of one of your 
Gs units then that unit is allowed 
=a to react. This keeps the other 


=== players from getting bored, 
SS but also allows for some de- 
fensive fire or defensive ma- 
neuvering. Nothing is worse 
s than trying to make a tactical 
withdrawal and not being 
able to because your unit 
can’t move fast enough during your turn. With ie reaction you can do this easier, as 
once a unit shoots or moves toward your withdrawing unit they get a chance to move. 
This isn’t just for withdrawing, I mean you can just stand and shoot too. I was just us- 
ing the tactical withdrawal as an example. The reaction is a very nice tactical addition 
that makes these rules seem to give a nice battlefield flow. Vehicle and air combat are 
pretty straight forward and not too complex. They are advanced enough to make the 
use of vehicles and aircraft realistic (firing arcs and front and back armor values) but 
these rules don’t delve so deeply into realism that you need a calculator just to change 
your elevation. In all actuality the balance of the vehicle rules seems just right to be 
fun and I’m looking forward to trying them out. That’s not to say I want to play a large 
tank battle, but I do have a certain fondness for Panzergrenadier units and I’ve been 
looking for a good rule set that would allow me to field plenty of infantry and half- 
tracks. This looks like just the rule set to make this both feasible AND FUN. I’ve al- 


ready started looking at WWII miniatures which is probably not a good thing right 
around Christmas! Oh look I need a Stuka too! If you currently play WWII skirmish 
using a different set, or even several sets of rules then you might want to consider tak- 
ing a look at BE: World at War as a fresh alternative. If you are just getting into WWII 
then I think you will definitely find these rules pretty easy to pick up and jump right 
into the fighting. I’m afraid I’ll finally be giving into the urge to buy some Russians 
and Germans and will soon be playing BE: World at War myself. I think the rules are 
just complex enough to add the feel of realism but not so complex that you need a 
whole afternoon to play out a platoon vs. platoon sized battle. The combat system is set 
so that it is a “blood bath” like WWII was, and yet not so devastating that a unit disap- 
pears after its first action. I definitely can say it looks like a fun game and seems to 
scale itself well for very small to very large battles. So whether you have just a hand 
full of miniatures or a whole closet full you should find these rules as a nice addition to 
your gaming. 


Review by Rodney Forehand 


Conan: The Roleplaying Game (2nd Ed) $39.95 
By Mongoose Publishing 


THE ROLEPLAYING GAME 


Have you ever fantasized about playing a battle-hardened 
Barbarian from Cimmeria or maybe a Hyrkanian archer? 
Maybe you want to play a Zingaran Pirate living off their 
skills as both a sailor and a swordsperson? If so, then you 
are probably a fan of the works of Robert E. Howard and 
also probably interested in Mongoose Publishing’s Conan 
RPG. I have to say I was always intrigued by the look and 
concept of the game, but just wasn’t ready to jump into it 
until now. As a fan of Conan, I was not disappointed at all. 
First off I have to say I was amazed at the size of this book. 
It’s a stunning 424 pages of Conan goodness! I opened the front cover and was imme- 
diately impressed by the two page full color map of the world of Hyboria. Incidentally, 
you can download it from their website too. 


After that I started just thumbing through the pages and what I saw was probably the 
best collection of Conan material I have ever seen in one volume. It’s that good peo- 
ple! The only downside I saw (and this really just depends on you) is that they use a 
border on all the pages of the book, and so on each left page of the book is a woman 
with her left breast exposed, so you might watch out for leaving this out where the 
kiddos might see it. To their credit, Mongoose Publishing does put a warning on the 
back cover. For a book this large, it would be impossible to cover any of it in great 
detail but I can sum a lot of it by mentioning that the Conan RPG runs off the Open 
Game License, and so many of the games mechanics will be familiar to those used to 
playing d20 related games. For those people who’ve been out of the RPG world for a 
little while that might not be very helpful, but for the majority it should make it easy to 
jump right into the game. So, working off that notion I will try to point out the addi- 
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tional touches this version of rules adds to the game that gives it the Hyborian flavor. 
First off there are a lot of races you can play in this game, but they are the races of the 
different countries or regions of Hyboria and therefore human based. I know this is a 
crushing blow to those who think roleplay can only mean being a exiled dark elf with a 
heart of gold. Each section details characteristics of these races as well as a little infor- 
mation about their culture and religion. Languages and favored classes are also cov- 
ered for each race. Each race has racial features that give bonuses or negatives to cer- 
tain skills and even in some cases they may gain a bonus feat. As might be expected, 
some races are also prohibited from being certain classes. Who really wants to be a 
Cimmerian scholar anyway? 


Speaking of classes (and there are quite a few!) we’ll jump right into that topic next. 
The first and most obvious choice is the Barbarian. Different than the “normal” Bar- 
barian template, this one is less berserker oriented and more of a fleshed out brawler. 
The Borderer is a fighter used to living on the much contested borders of the Hyborian 
realms. The Borderer is very much like a skirmishing ranger class. The Noble is a class 
that has some combat ability but really leans towards the diplomatic and leadership 
skills. They tend to favor planning over brute force. A class very similar to the Bor- 
derer is the Nomad, who possesses a lot of the Borderers skirmishing prowess but 
eventually becomes more of a powerful horseman. The Pirate as can be expected is 
more of a subtle fighter relying on catching the enemy off guard. Pirates are more than 
just a typical rogue class because they do develop skills related to seamanship. The 
Scholar is the class that have spent more time hefting volumes of scrolls than hefting a 
sword, so obviously they are not great in combat. However, the typical adventuring 
scholar is one that has delved into the realm of magic and is the primary spell caster of 
this game. The Soldier is the base fighter class of the game and as such has less special 
features compared to Barbarians, Borderers and Nomads. The benefit of being a sol- 
dier is that they can take more feats and focus better towards filling needed party roles 
in combat. The Temptress is another class very unique to the Conan setting. Very 
much like the Noble class, the Temptress prefers planning over brute force, except 
sexuality is their weapon of choice. This doesn’t mean they are worthless in combat 
though because they can either pick up spell casting or sneak attacks to help in combat. 
And finally, there is the Thief class. For those who like the Pirate but hate the sea this 
is the choice for you. The thief is particularly more focused on rogue skills compared 
to the pirate. 


One definitely interesting inclusion in character creation is the fate point. The fate 
point really helps to give the game the heroic feel needed for a Conan story. Basically 
the use of a fate point allows a character to change their destiny. It could be used to 
change being killed to being “left for dead”. Perhaps you know one last hit is all you 
need to kill a dangerous enemy so when you finally land that hit you want to do max 
damage. Or maybe your party is stuck at some point in the adventure because they 
missed a clue somewhere along the line then a fate point can be used to change that 
too. Basically as described in the book that if a character dies and they still have fate 
points, then they really didn’t try. 
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ABG WL001 WARLANDS Battle Box Full Throttle Vehicular Combat! 
No one can seem to remember exactly how it Warlands is a turbo-charged miniatures game 
Started or indeed how it ended. But it did... of cinematic combat set in the ruins of a post- 


Now decades after the last war, mankind fights apocalyptic earth. Where the last remnants of Man 
for survival on the battlefields of a post-apocalyp- _ battle for supremacy and resources against mu- 
tic earth. Warlands pits the last human survivors tants, the dead and each other! Where warriors of 
against each other and the unnatural horrors that —_ the wastelands want but one thing, the black gold, 


breed in the wastelands and dead cities. Strap the guzzoline! 

yourself in for high-octane action - from small-scale 
skirmishes to large battles, the Warlands sing with This battle box contains everything you need to 
the screams of the dying and the roar of ma- begin your fight for dominion over the Warlands: 
chines... 4x Weasel Scout Buggy with Spud Autogun and crew 


» 1 x Weasel Scout Buggy with Rocket Launcher and crew 


1 x Utility Truck 
ABERY ANT %-www.aberrantgames.com Rulebook and Dice 
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The skills, feats and equipment are really well put together in this game even going so 
far as to be specific for each region and race. Combat too has changed some and given 
a bit more detail. Too much to try to describe in detail, but still it hasn’t changed so 
much that it is all completely new. Probably the one thing that will stand out to players 
familiar with this game system is spell casting. In Conan RPG all spell casters are sor- 
cerers. Sorcerers cast their spells through the use of power points. Once a spell is cast 
their power points are reduced. To regain power points the sorcerer generally has to 
gain them through sacrificing a living creature or draining them of life force. Yeah, 
sounds lovely right? There really is a lot more to the sorcery section and really goes to 
show that the writers put a lot of thought into it. It really is a pretty fascinating concept 
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they came up with for spell 
casting in the game. 


So that probably sounds like 
a lot so far and that’s only the 
first 289 pages! The rest of 
the book is all history based 
on the works about Conan. 
There are also campaign 
ideas and a monster compen- 
dium for adding substance to 
your gaming experience. All 
in all I have to say this book 
is really well done and I have 
to say I was constantly fight- 
ing the urge to go pull one of 
my Conan story collections 
off the bookshelf and start 
reading. From the start I was 
afraid this would just be a 
weak RPG relying on the 
name of Conan to makes 
sales without having any of 
the substance. I am happy to 
say this is not the case at all. I 
look forward to trying to 
throw this game in on some 
of my friends one day and see 
if I can get them interesting 
in the world of Hyboria, but 
for now I finally can go read 
a Conan short-story! 
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Review by Rodney Forehand 


Dragon Warriors $39.95 
By Mongoose Publishing 


Are you getting a little tired of the common clichés that 
seem common among most RPGs? Or maybe you just want 
something that simplifies combat so you can have more 
time to roleplay? Then you might want to consider Dragon 
Warriors. Getting close to hitting its 25 year mark, Dragon 
Warriors could be called one of the “old school” RPGs. It 
was released back then as six separate books where each 


new book expanded the game. This new release from Mongoose Publishing combines 
all those sources into one hardback book. So, what is Dragon Warriors? Well, Dragon 
Warriors is a Fantasy RPG set in the land of Legend. Legend resembles various stages 
of medieval England and encompasses a lot of the myths of that time. All the charac- 
ters you will play will be human, because like in the stories of those times all the races 
of faeries and other creatures could not be trusted. Legend is also a low magic oriented 
land, so those who do use magic are very much a rarity. Having said that, 4 of the 7 
playable professions are magic-using which go to show how your characters are those 
adventurers that stand out above the norm. Which is what we really want when we 
roleplay anyway! 

As | just mentioned there are seven playable professions in Dragon Warriors and they 
are the Knight, the Barbarian, the Sorcerer, the Mystic, the Elementalist, the Warlock 
and the Assassin. The Knight is more of a men-at-arms type warrior who will combine 
martial skill with use of armor in combat, while the Barbarian is more of your ber- 
serker style warrior. The Assassin is the stealth oriented profession relying on surprise 
to catch their enemies off balance. The Sorcerer draws their magic from other dimen- 
sions and channels it into their spells. The Mystic on the other hand draws all their 
power from mental preparation, very much like a psionic. The Elementalist draws their 
power from the raw elements of the world and so really could be broken into smaller 
sub professions if the Elementalist chooses to only focus on just one element. The last 
magic using class is the Warlock, who uses their magic to enhance their combat skills 
making them the most capable of the magic users to stay alive if caught in combat. 


Combat in Dragon Warriors is pretty simple and I don’t consider this a bad thing. 
Some RPGs get so caught up in “realism” that combat can take up an incredible 
amount of time. Granted we all love combat in our game sessions, or the dungeon 
crawl would have never come into existence. But at the same time, a dungeon crawl 
just isn’t the same if you can only get through 3 rooms in one session. This is where I 
think Dragon Warriors has it right. Basically you have an attack score, then you sub- 
tract the opponent’s defense score and then you have to equal or roll less than the re- 
sulting number on a d20. If you hit, then you have to see if your weapon can bypass 
the armor of your opponent. If the armor bypass succeeds, then they take damage. All 
weapons have a damage rating and always do that damage number (for example, a 
dagger does 3 points). Add in a chance for a shield to block an attack and that’s all 
there is to combat. Spell casting also is fairly simple with casters having a certain num- 
ber of spell points per day to allocate to spells (well, except Mystics who check for 
exhaustion). 


The game is pretty easy to grasp and should be especially good for introducing new 
players to RPGs. There are plenty of additional pages that will give some advice and 
tips to Game Masters. One of the best things about a game that has been around this 
long is that the story line is generally well developed and that holds true for Dragon 
Warriors. There are over 60 pages of information on the land of Legend discussing the 
regions, nations and even weather. To help you get started there is also a beginning 
adventure included in the book called “The Darkness Before Dawn” that will provide 
plenty of tips for helping the Game Master get started in the land of Legend. The last 
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chapter includes stats for various creatures your adventurers could meet while out on 
their adventures. Basically, everything you need to play is all in this one 255 page vol- 
ume. So if you’ve ever been sitting around reminiscing with your roleplay buddies 
about the “good old days when things were simpler”, then this just might be the game 
for you to check out. 


Review by Rodney Forehand 


Quintessential Wizard £15.00 
Published by Mongoose Publishing 


The Quintessential Wizard, Book One by Mongoose Pub- 
lishing is a 8.5 x 12 inch perfect-bound 144 page book. It 
has a 4-color cover with hinge creasing. The binding was 
done well and there were no loose pages or off-center pages. 
The book itself is black and white. The art runs from 
thought provoking to outright strange, but for the most part 
does not add to or detract from the usefulness of the book. 
The intent of this book is to expand the D&D 4" edition 
» wizard class by adding new powers, paragon paths, and 
even new arcane implements. It does this very well, first by 
adding a broader scope of powers covering all the damage types, including several new 
radiant damage spells. (Always handy in an undead-heavy environment.) Acid, fire, 
cold, thunder, psychic, poison, necrotic, lightning, and force are all covered. There is 
even a void damage discussed in the path of the Vacuist Wizard. 


The book itself and each of the 7 chapters starts with a brief introduction in a journal 
type format meant to set a tone for the overall book. If you are looking to get a wizard 
on the table and running these are easily skipped or read later at leisure. 


The first chapter deals with the role of the wizard. The first half of the chapter is al- 
most entirely role-playing information, such as how wizards relate to other classes, 
what sort of magic user each race produces, and advice on tactics, powers, and imple- 
ments. It is interesting and had some good ideas for shaping the personality and back- 
ground of your character, but might be frustrating if you want to get straight to picking 
powers and frying orcs. The second half deals with the wizard’s origins and presents 
seven different origins that can be applied. Each origin contains a description, advice 
on role-playing, information on what races work with each origin, suggestions for 
build options, feats, skills, powers and paths, and finally the benefits gained by taking 
each origin. 


Each origin of course has number enhancing benefits, such as the Arcane Champion’s 
+2 bonus to Athletics and Endurance, but they also add a depth to a character back- 
ground and can give a good basis for role-playing decisions as the character pro- 
gresses. These origins also cover a lot of ground, from the wild and dangerous Ta- 
tooed Hexer to the brutal streetwise Thug, providing a good selection of very different 


wizard types. It is possible to have a “sneaky” wizard, such as the Thug, but the +2 
bonus to Streetwise and Stealth checks merely allow the character to overlap with the 
Rogue, as opposed to completely overshadowing that class. 


Chapter 2 deals with powers. Since the book is black and white special symbols are 
introduced to delineate at-will, encounter, and daily powers. New powers are intro- 
duced, and this chapter starts by outlining what damage sources these powers fall into. 
Each power is also given a brief explanation as to what type of wizard would want to 
wield it (poison is for sneaky wizards, fire is for the showy and dramatic, etc.) Again, 
if you are in a heavy role-playing game, this is excellent information, but if you are 
looking for the best hit/damage/effect numbers you need to read on. 


Three new cantrips and 70+ powers are introduced followed by the usual power/level 
listings used in standard D&D materials. The spells are imaginative and for the most 
part effective. Many are geared to role-playing, enhancing a particular aspect of the 
character (as with the Thug discussed before, there is a Level 2 Utility Spell, Arcane 
Shadows, which gives a +10 bonus to your next Stealth check.) Some powers, such as 
Acid Bomb, combine acid and force effects. Others like Spinning Staffs and Arcane 
Army summon mystical weapons for combat. None of the powers seemed out of bal- 
ance with the standard PHB, and the book’s intent to give a wizard more damage type 
options is definitely met. 


Rituals are also covered in this chapter, and introduce 17 new rituals from the very 
useful Eye of Exploration, which allows a wizard to do some scouting ahead without 
putting himself in danger, to the Read Signs ritual, which is sure to give your GM a 
headache as your wizard tries to divine the future. I especially found Magic Repulsion 
to be tactically rewarding (especially if your Read Signs ritual has told you that fire is 
in your future) as this spell will cause 4d6 damage to any creature using a power with 
the keyword you have warded against. 


The third chapter covers 14 new paragon paths. These paths, as with the origins, cover 
a lot of creative ground. Some of these paths relate almost directly to the origins in 
chapter 1, such as the Arcane Serpent path and the Thug origin. Each path covers the 
standard prerequisites, features, actions, and spells. Again these are widely varied, 
from the warlike Keeper of the Dweomer to the mysterious Hyponomancer to the ele- 
mentally based Cryo-, Geo-, or Pyromancer. The paths focus on a specific role of the 
wizard (controlling, combat, etc.) while allowing a wizard’s powers to be a reflection 
of their personality. None of the paths seem overbalanced and each lends itself well to 
role-playing or pushing the numbers for combat. After each path a sample character is 
given, complete with bio, RP info, and stats. A useful tool for player character ideas, 
or for the GM who needs a new villain. 


Chapter 4 covers feats. Two new kinds of feats, Metamagic and Grimoire are intro- 
duced. Metamagic allows you to add effects to your powers, such as the ability push a 
target, change the area of effect, or extend your range, usually at the cost of a healing 
surge. Grimoire feats deal with your spellbook, and allow your wizard to switch 
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powers or change a daily power to an encounter power. Many of the feats also deal 
with arcane implements by enhancing or modifying their powers. I especially liked 
Deceiving Spell, a metamagic feat that allows the next power you use to originate from 
different square from the one you are in. Sneaky. This chapter also covers new adven- 
turing gear. Items range from immediately useful (Instant Fire, chalk, scroll cases) to 
more long-term investments such as dreamcatchers that protect against Will attacks or 
Ghostcatchers that give a +1 bonus to death saving throws. Things like disappearing 
ink and spy glasses can make interesting treasure additions as well. 

Finally chapter 5 gets into arcane implements. Four new implements are introduced: 
the Dragonmask, the Hat of Wizardry, the Safeguard Shield, and the Unreal Mirror. 
Dragonmasks allow a wizard to deal extra damage of a specific type. The Hat of Wiz- 
ardry can extend the range of a wizard’s powers. A Safeguard Shield can force a foe 
to reroll a successful attack. And finally the Unreal Mirror allows a wizard to shift as a 
move action and be concealed. 


Magic items are also covered, including magical versions of the four new implements 
as well as the original three in the PHB. Magical blades are also provided, such as the 
Ritual Blade, which allows a wizard to use either a personal sacrifice (a healing surge) 
or an unwilling sacrifice (a creature killed with a coup de grace) to gain power bonuses 
to his rituals. A new type of magic item with its own slot is also introduced, the Rune. 
Runes are tattooed markings that are placed on the arm (thus there are two Rune slots, 
even if you have more than two arms, sorry Mr. Sahuagin Baron). Runes can give a 
bonus to an ability check, such as with the Rune of Awe (Lvl 1, +1 to Intimidate 
checks), or they may enhance damage rolls, as with the Rune of the North (Lvl 16, 
Daily Power of 2d6 extra cold damage when using a power that has the cold keyword). 
Any character, not just wizards, can benefit from Runes. Exactly how Runes are found 
and how they are transferred to a character is not covered, so the GM has leeway to get 
very imaginative with this. (Perhaps there is a special shop for these, Dragon Coast 
Ink maybe?) 


On to Chapter 6, Arcane Organizations. This chapter provides information on various 
wizard-based organizations, from the dragon-obsessed Heirs to the Ancestral Breath to 
the misleadingly mundane Relldale Academy. These organizations offer new rituals, 
powers, and even feats to their members. However it seems unlikely one would sim- 
ply say “My wizard is in the Runic Tetracle, so he can use the Rune Adept feat now.” 
More likely one would express an interest in being able to utilize a third Rune slot, 
hear of this power, and seek out the organization, giving the GM a free adventure idea 
and an excuse to pour over this chapter. A GM in this position would find a lot of 
good ideas and adventure lead-ins in this chapter. 


Chapter 7 also seems to be directed more towards the GM as an adventure resource 
rather than to the player as a character resource. This chapter deals with the Wizard’s 
Tower. The major elements of designing a tower are covered. Location, floor plan, 
features both mundane and exotic, cost, and time are all provided, making the GM an 
expect at mystical real estate. I did not see swimming pools and central heating cov- 
ered, but features like a Reverse Gravity Field, Self-Cleaning Walls, and guardian go- 


lems can run up the property value in no time. Again this is probably not so much a 
chance for a character to pick and choose and build a tower (although at Epic level this 
might work very well), but more likely a tool for a GM to put together an adventure 
setting, maybe with the possibility of becoming a permanent base of operations (just 
have to convince the Lich currently living there to give up the lease). 


As with any nonstandard resource a wise player should probably check with their GM 
to make sure the material in this book is okay to use in a campaign. The wider range 
of powers and ideas for role-playing would benefit any player looking to make a well 
thought out and powerful wizard, and the twists on origins and paths can definitely 
give direction and purpose to an otherwise mundane magic user. The new magic items 
and adventure hooks are a bonus to any GM looking to add some mysticism to his or 
her next campaign, or add a pleasant element of surprise for an adventuring party (or 
unpleasant, depending on how they treat the Chronomancer NPC). 


Review by Stewart Morrison 


Wraith Recon £20.00 
Published by Mongoose Publishing 


Basics 
Wraith Recon is a supplement for Dungeons and Dragons 
(4"" Edition). It is published by Mongoose Publishing and 
it requires the use of the Dungeons and Dragons 4" edition 
‘set of basic rule books. The book has 144 pages and is 
black and white except for the cover and the inside flaps 
ie on both the front and the back. The book is authored by 
i* BS ar Bryan Steele and has cover art from Chris Quilliams. The 
interior art is provided by a baker’s dozen of artists, and 
includes a wide range of styles. The quality of the interior 
art varies quite a bit too, but over all, I would put the average quality at somewhere a 
bit above average. The maps on the inside flaps are in color, and they are nice and add 
a cool touch, but I think that they are mostly for aesthetics since they don’t contain a 
whole lot of detail. 


The book is a standard sized hard cover, with the interior pages made of standard un- 
coated paper. The book is a quality product, with good editing and content, so it is 
definitely not one of those books that you will have to worry about getting a question- 
able product. It is well put together and well written. The book sells for $34.95 USD. 


Between the Covers 

This book introduces something rather new to the fantasy RGP world (at least new to 
me), and that’s “Special Forces in a World of High Fantasy” as advertised on the front 
cover. In fact, if you just glance at the cover, you might think that it a book with rules 
for modern warfare, but then you notice that the guy in camouflage is carrying a 
scoped crossbow rather than an M-16. 
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After the credits and the Introduction there are two chapters that go into the ideas and 
initial outfitting of the special forces teams that they call “Wraith Recon” teams. For 
me, these are the best two chapters in the book, and this is where the whole concept of 
these teams is introduced and explained. This concept impressed me, that I actually 
went in and modified the D&D campaign that I was just about to begin to use some of 
the concepts they put on the table with this book. If that is not an endorsement, I don’t 
know what is. 


The next several chapters all deal with the world of Nuera which they are also intro- 
ducing with this book. These chapters are all well written and go into excellent detail 
about the world with both “big picture” things like the layout of the world and world 
history, down to a small detain like a table for encounters on the open ocean (a table 
worthy of fF : 
keeping for 
just about any 
fantasy cam- 
paign by the 
way). The first 
chapter about 
Nuera also 
introduces the 
entire pan- 
theon of gods 
on Nuera, an- 
other part of 
the world that 
can be trans- } 
planted _into 
other cam- 
paigns if you 
are so inclined. 
There are also 
a bunch of 
personalities 

and particular 
locations dis- 
cussed that 
provide a game 
master a whole 
myriad of ad- 
venture hooks. 


AE-WWII releases 5 new blisters for November. 4 American 
Heavy Weapon Teams and 1 more Soviet Heavy Weapon Team. 


SKU Description 
AMEO13 American M2-2 Flamethrower Team 


AME014 American Browning M1919 Team 


After the chap- 
ter about Nu- 
era in general, 


AMEO15 American M9 Bazooka Team 


AMEO16 American M2 60mm Mortar Team 


RUSO10 Soviet Guard DP-28 LMG Team 


SIMPLY THE BES] 


Sell 


i it -. : = 
Patel ss REALISTIC FANTASY MINIATURES 
ina a 


X “ 
Close-up of 30mm Wood Elf | ~ ~ % 


r¢ 


PREMIER’SCULPTOR 
TOM MEIER 


s 
= 
3s 


HAS CRAFTED A NEW GEM 


www.thunderboltmountain.com 


we have several chapters that deal with the specific areas or kingdoms as the case may 
be. The most powerful of the world’s kingdoms is discussed in the chapter about the 
world in general, so the places discussed in the following chapters are the “opposition” 
or places of interest to adventures and for political intrigue which just might lead to 
special missions for a Wraith Recon team of some sort. Both of the chapters that go 
into detail for rival kingdoms, and the one that details the “Wildlands” include people 
of interest and histories of their respective empires. One thing that I really like about 
this book is that it does a good job of including all the various races from the PHB, and 
also does a great job of using all 4" edition terminology and rules. Bryan did a good 
job of getting this out as fast as he did. 


The second to last chapter that deals with the world of Nuera is one that covers the last 
of the major threats that the Wraith Recon teams will have to face. This threat is more 
of the hidden empire variety and is called the “Cult of Tomarsson”. The history and 
organization of this cult is laid out well complete with locations and personalities of 
interest. In my mind, this organization may well represent the most interesting opposi- 
tion to the Wraith Recon teams for a creative game master. 


The last chapter that focuses on the world of Nuera, called “Minor Threats”, which is a 
kind of wrap up of all the other threats out there that the Wraith Recon teams might be 
called upon to face, and there are more than a few that fall into this category. Of 
course, even with all these other minor threats, there is a statement towards the end that 
says “The above entries are just a taste of the problems and dangers...”; would you 
expect anything less? 


The rest of the book shifts back to the actual Wraith Recon teams with a chapter on 
missions for the Wraith Recon teams. This chapter is more of a guide book on how to 
set up a mission and gives you ideas and such more than giving you details for particu- 
lar missions. The last Chapter though is a short campaign with four missions. These 
are fairly fleshed out missions, but you will need the monster manual to use them since 
encounters only list the monsters names and little more. The last chapter is almost 
twenty pages long, so it has more than enough meat in it give a starting team a taste of 
what it means to be in a Wraith Recon team. 


Value 

If you are not looking to change up your D&D game at all, then this book won’t add a 
lot to your repertoire. But if on the other hand you are looking for something different 
for your D&D game, something a little out of the norm, this might well be the thing 
you are looking for. I really like the whole concept of using a party for “missions” in 
lieu of just cutting them loose for general adventuring. As I mentioned, I liked it so 
much that I have already modified my own world by putting a lot of these ideas into 
practice. But then again, I really enjoy games that really push the limits of imagina- 
tion. 


Review by Clay Richmond 
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Hour of Glory: Stronghold Kit $60.00 
By Warm Acre 


Hour of Glory is a WWII boardgame where you either play 
allied heroes trying to storm a mountain stronghold and retrieve 
information or you are the Germans that are defending said 
stronghold. 


Contents 

Well, let's take a look at all of the bits and pieces in the box. 

e There are two little baggies that contain dice and plastic stands for the cardstock 
minis to go on. You get an extra cardstock door in one of the baggies, while the 
rest are on the cardstock sheets below. No issues with any of these parts. 

e A construction sheet, printed in color, that gives you instructions on how to as- 
semble the cardstock miniatures, doors, and mission timer. 

e Seven cardstock sheets, not including the timer, where you find doors, cards, alert 
tokens and cardstock miniatures. The cardstock is printed on both sides and is 
about the thickness of a playing card. The color and artwork is good and they all 
look very functional. On the cards that contain text it's all clear and easy to read. 
Everything is printed very well. I have a small gripe with the cardstock stuff, 
though. All of the parts are perforated for easy removal, but the perforations are a 
bit large. What I mean is that they are not very fine and are spaced apart a bit 
more than I'd ideally want. When you remove the cardstock bits you'll be left with 
small bits around the edge of each card. You can solve this by either not being as 
anal as me about it or by using a steel ruler and hobby blade to cut them all out. 
It's not really too much more work to remove them with the ruler/blade so that 
would be my recommendation. 

e The mission timer is made out of cardstock and is made up of the shell, two 
wheels and some rivets that hold it all together. Once assembled the timer will be 
used to count down from 60 to zero and other than having the same perforations as 
the other cardstock items above I have no problems with it. 

e The floor tiles. Man, these are nice! They are printed on 1/8 inch pressboard and 
don't have any warping to them at all. You get nine pieces and end up with a play- 
ing board that's 21" x 24.75". Each room is laid out to show where doors go and 
everything lined up nicely when all of the tiles were laid out to create the game 
board. 

e The instruction manual is a 60-page, full-color, digest-sized manual that is full of 
pictures and examples of how to play the game. 


The Rules 

The rulebook starts off with a bit of background info where we learn that a commando 
team is being sent on a mission into the Bavarian alps to infiltrate a stronghold where a 
German secret weapon is being developed. The allies are tasked with getting in and 
gathering intelligence and the German player obviously trying to prevent this. You 
can use stealth to go in and sneak around or go in guns ‘a blazing and hope that a 
shock-and-awe strategy proves successful. 


Setting up the game is easily detailed on a single page and it covers the board layout 
and assembly of the figures and doors. So far, so good. Deployment for the defenders 
is next and it's a simple process of putting X guys in Y spaces. The number of sentries 
that you'll have depends on the number of allied players that are going to try to assault 
the stronghold. You then set the timer for 60 minutes and place the Alert State Indica- 
tor (more on that later) on the standby side. For the intruders you have to select your 


team of guys, which will range from 1-3 guys. Yup, just one guy per infiltrating 
player. There's an American, a Brit and a Russian and you also grab the equipment 
cards that go along with your guy and then deploy them by the front door of the strong- 
hold. 


Each turn of the game takes time off the game clock so no game will last longer than 
60 turns. Some actions give you the option of "taking a chance" or "spending time". 
Taking a chance is sort of a rushed attempt at something and could be done quickly (or 
maybe failed) while "spending time" gives you a better shot at being successful, but 
generally with more time automatically being deducted from the game clock. A game 
could be aborted after 30 minutes if the infiltrator chooses, too. The intruders go first 
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each turn and they can move and take an action each turn. Actions 
are things like fighting, shooting, hiding corpses, looking for in- 
tel...stuff like that. The amount you can move depends on whether 
you are being sneaky or not. Things are bit different for the defender. 
You'll activate your Commander first, then Sentries then Guards. 
Their movement is random each turn and they can move up to d6 
spaces each. Actions that the intruder takes can lead to the defenders 
discovering them so we get into a cat and mouse game right off the 
bat. 


As the intruder you'll need to be sneaky so as not to alert the defend- 
ers to your presence, but you'll also need to crack a few heads from 
time to time to gain access to the intelligence that you're after. There 
are times when you'll be right next to a guy that can't see you yet and 
this might seem a bit unrealistic but you need to think of the game like 
an action war movie where sometimes you're so sneaky that you get 
right up to the guy before you snap his neck and then drag the corpse 
away to hide it in a closet. The combat/skill system uses only d6's 
and you'll roll a number of them depending on what you're trying to 
do. How successful you are depends on your roll matched up against 
your skill level and you're trying to get as many "successes" as possi- 
ble. As an example, is you're firing a Thompson M1A1 you'll roll 4 
dice. If you are an "Expert" you'll need rolls of 3+ for successes, but 
you'll also take some dice out of the final roll (failures and successes) 
to determine your range achieved. The final number of successes 
determines how badly injured, if at all, your target is. You won't be 
shooting from one side of the chateau to the other, but the system is 
not hard to pick up once you've practiced it a few times. 


The only thing that I can think of that I wish they had done differently 
would be to have micro-perforations on the cards. I fully understand that this might 
not have been financially viable since Warm Acre is a very small company but if I had 
to come up with something that would be it. You can get around the larger perfora- 
tions as I mentioned earlier, though. The real star of the components are the room 
tiles. They are sturdy and should hold up very well to many playings of the game. 
The game has replay value in that you can switch sides and also try to beat a best time 
through the mission. Expansions could easily some in the form of new map tiles and 
scenarios along with new main hero characters. I would like to see the map tiles 
printed on both side to get some additional play out of them, though. There are also a 
series of miniatures, also by Warm Acre, that you can use with Hour of Glory, but they 
are not included with the base game. The cardstock standees that come with the game 
are perfectly fine, though. Hour of Glory is a very good board game that is easily ex- 
pandable and can scratch your itch for some WWII action without having to set up a 
regular miniatures game. 


Review by Mark Theurer 


Mayhem MegaMall $19.99 
Designed by Paul Senior 
By World Works Games 


I’m a little slow at keeping up with all the various game forums out there now that I 
can’t surf at work anymore. So when World Works Games announced Mayhem Mega 
Mall I was totally surprised. I mean surprised as in “wow I didn’t see that coming” and 
also surprised as in “oh wow that’s awesome!” So, I’m sure my thoughts starting run- 
ning parallel to what a lot of you were thinking of doing with a terrain mall, 
“Zombies!” I mean it’s going to be swarmed by zombies ala “Dawn of the Dead” (old 
or new version... it’s all good!). Oh sure it could serve plenty of other uses for like 
things like spy gaming or maybe the scene from “Eight Legged Freaks”. For me 
though it means zombies and more zombies. Taking a look at the Mayhem Mega Mall 
I have to say it will do the job excellently! 


So what do you get? Basically you get everything you need to make a mall of whatever 
size you have time and space to make. Granted there are only a few stores right now 
like Manuel’s for Men, Athena’s Pets and Code Black Records. But for some of you 
resourceful people these can easily be used as templates for other designs. For the rest 
of us I can live with some repeat stores. Besides, they are already planning to add more 
as we speak (I checked!) so there will be more to add in the future. It’s more than just 
stores that you get though. There are plenty of other things like a kiosk, escalators, 
foliage and fountains, shopping carts and all the other accessories that you need to 
really make it look like a mall. Yes, you did read “escalators” so that means you can 
also make it a multistoried mall. There’s more to it than just making the inside of a 
mall though. For instance, if you happen to have some of the other Mayhem items like 
the Streets of Mayhem then you will be pleased to know that this kit also comes with 
an exterior so you can place it out there on your regular street. For the exterior you also 
get the stuff you need to make a roof for your mall complete with AC vents and main- 
tenance entrances. Oh and there’s a sign you can use for a billboard which I thought 
was really cool so stick it a roadside in a earlier scenario to give your adventurers a 
little “feeler” for the next scenario. There is also a big “Mayhem Mega Mall” sign you 
can attach to the exterior of your mall for those particularly dense adventurers who 
have trouble finding a lovely place to die while wandering downtown. 


There are three main stores you can assemble. Athena’s Pets is obviously a pet store 
and I got to say it’s pretty sweet. The wall paper has a design full of cats, dogs, 
birds,etc... that makes it easy to clue in the adventurers about where they are. There 
are even framed pictures of people’s pets and the picture of the cat that says “Our 
Founder” gave me a good laugh. You get plenty of shelves to fill in the store and some 
really neat looking aquariums. Among the things to fill in your shop floor and I have to 
say this is really cool is there is a bird cage you can do with a transparency sheet. Yep, 
a see through cage (and I never would have figured this out without the instructions)! 


Manuel’s for Men is a men’s fashion store with its own trendy wall and floor designs. 
You get a variety of shelves and clothing racks to fill in the floor space. There are 
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some dressing rooms you can assemble to put in the back of the store too (no one 
would ever expect to find a zombie in one of those!). There are even male mannequins 
you can assemble to put in the store. One nice touch is there is a metal grate that you 
can put over the entrance in case you want this store to be closed, or your survivors 
decide to “hole up” in Manuel’s. Actually, you will find metal gates that can be used to 
close off sections of the mall in another file. So, you could imply that the mall is actu- 
ally larger, but put the gates up to prevent further exploration. 


The Code Black music store were shoppers can buy music and movies. This store was 
an instant hit with me because on one of the walls is a white board that list their “top 
10” and #1 on the list was a band called “Billy and the Boingers”. As for the rest of the 
store it is a rather grungy looking place with dark colored walls covered with various 
band posters. You also get plenty of shelves to fill the store with movies and CD’s. 
The counter is easy to assemble and has a cash register too. For decorating the walls 
you can assemble speakers to place wherever for adding to the record store look. 
There’s actually another store called Vankas, but it’s really more of a fast food restau- 
rant. Plenty of floor space for you to put tables and chairs. Crazy Vankas has a little 
kitchen area with sinks, ovens and freezers. The front of the store has an order counter 
with a menu for the wall and a soda machine. There’s even a sign for the front of the 
store announcing “Crazy Vanka’s Donair Yurt”. 


You get plenty of floor tiles in this set to play around with the layout of the mall. The 
other neat thing is that you get a second set of floor tiles and a second set of various 


« 


~ < a - a3 
aa di 
EWRRKLOE, ee 
‘ =z 


OBBY wa 


™ HOM i V2 ' 
© | 


NICE 
= RACK’ 


_ AND A GREAT 
> TEACHER 100! 


io) 


Sse eg 

Look for the Formula P3 Hobby Center at your local hobby 
game store for an array of quality hobby tools and ‘ 
supplies. Get everything you need including Formula P3 : ; AP} 
glue, specially formulated Mixing Medium, modeling putty, Fre 


» and our innovative wet pallet 
| MODELING & PAINTING VOL:1 


THE FIRST IN A SERIES OF INSTRUCTIONAL COKE 
HOBBY DVDs FROM PRIVATEER PRESS. Oink) _ 


Perfect for beginners and experienced hobbyists alike, the Formula P3 Hobby Series DVDs take 
you step hy step through the fundamentals of both modeling and painting hobby miniatures. Soon 
you'll become a master of the hobby, and a ice to be reckoned with on the tabletop! 


J 
S 
4 
és 
“= @ 


Formula P3 Hobby Series Val 1 
Core Techniques DVD 
PIP 93108 $25.99 MSRP 


“Look for the Formula P3 hobby tool rack at your store ‘p. 


and ask for the Formula P3 Hobby Series DVDs today. 


PRESS | WWwW.PRIVATEERPRESS.COM 
Privateer Press, WARMACHINE®, HORDES, Formula P3, Formula P3 Hobby Series, and all related characters, images, warjacks, warbeasts, logos, and slogans are 
and/or © Privateer Press, Inc. 2001 - 2008 


MEGA MAL, 


WW W.WORLDWORKSGAMES.COM 


ZOMBIES COURTESY OF 


mall items that are “bloodied” versions. So if you do intend to make this a mall in a 
zombie-infested game then you can fill your mall with plenty of blood smeared items. 
Remember, it’s all about the visual effect! I mentioned mall props earlier so now I’ll 
give a little more detail of what you’ll find. There are a variety of plants you can as- 
semble to put in your malls main walkways. There’s a cash machine you can also as- 
semble. There are trash bins and 2-3 seat benches to space out along the walls. 
Whether you decide to do multiple floors or not, you get columns you can assemble to 
support the overhanging walkways or for just holding up the roof. But my favorites are 
just the little “extra” items that give this mall some life like the phone booth and 
“Caution: Wet Floor” signs. The wall or ceiling mountable wide screen TV’s are really 
awesome too. You get about 13 different TV’s “scenes” to pick from showing things 
like a simple mall logo, a hockey game, a news anchor, and even an “undead warning” 
emergency broadcast. 


I really like this new addition to the Mayhem line and can’t wait to see what else they 
will be adding to the mall in the future. For the price you really get a great bargain with 
the Mega Mall and it’s all those nice little touches that I mention that shows the de- 
signer really cares about his product. The assembly seems pretty straight forward and 
there are plenty of instruction files for “new” stuff like the bird cage (or at least it was 
new to me). I think this one is definitely worth adding to your collection. And if you 
are new to paper terrain then this could be a fun learning project. There are plenty of 
easier things to start with and then work into the harder items as you gain confidence. 
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Mayhem Bank $16.99 
Designed by Matt Lyon 
Published by World Works Games 


Mayhem Bank is a new large single structure from WWG similar to the Mayhem Po- 
lice Department kit that came out not too long ago. There are four basic parts to this / 
kit consisting of the base tiles the structure itself, props (or add-ons and detail pieces) 
and finally some new vehicles to drive around. Everything is in pdf format and you’ll 
need to print out the parts of the kit that you want to build it. 


The most likely size of the final build that you’ll make is probably going to be 14” x 
14” but you have the flexibility to make it larger than that if you want. A 7” square 
bank is also doable, but it will significantly limit the interior space that you can make 
for your figures to run around in. The first thing to do, before even thinking about 
printing anything, is to decide on the footprint of the final model and the old graph 
paper and pencil method is really best for this. You should plan out interior rooms 
while you are doing this and figure out, as close as you can, the minimum number of 
printed pages that you’ll need to make the model as affordable as possible. After 
drawing out your small-scale version on graph paper you can transfer this footprint / 
design to a larger sheets, or sheets, of foamcore, print your needed sheets and start 
your assembly. 
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Exterior tiles come in concrete and brick varieties and for the inside of the bank you 
get carpet and marble tiles. The carpet tiles come in handful of muted colors but these 
could be imported and altered in Photoshop and pretty easily given different shades if 
you want a more colorful interior to your bank or just some of its rooms. 


If you built either Mayhem PD or Mayhem Industrial you’re already familiar with 
building smaller rooms inside of the larger structure and it’s all a pretty easy, but not 
necessarily quick, process of building series of straight walls to build your rooms. 
There are relatively few bends/creases in this part of the process and most of the cuts 
are long cuts instead of bunches of small ones like when making vehicles. With the 
props files you get a nice big vault wall and circular door. The vault door, even though 
it’s round, is not a problem to build but the marble pillars are a bit harder for me be- 
cause there are lots of small cuts and glue spots. Maybe it’s just my impatience but the 
relatively small round bits just give me fits. They are perfect for the bank but I tend to 
make as few of them as I need to. 


Fences are easier builds and will go wherever you want them on the exterior if you 
want to build a sitting area for customers, zombies, or vagrants to lollygag while cus- 
tomers are inside counting their pennies. Office furniture, safety deposit boxes, boxes 
of cash and even stacks of gold and silver bricks are found in the props files. The gold 
bricks reminded me a bit of the movie, Kelly’s Heroes, and they’d be a cool thing to 
use as an objective in a WWII game. You get quite a variety of vehicles ranging from 
old-timey ones like you might remember from The Godfather or The Shadow up to 
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more modern ones. Building the vehicles, even some of the more boxy ones, will re- 
quire a bunch more cuts than putting together the interior walls or superstructure of the 
bank. The walls come in single and double heights so you can easily build this as a 
multi story building and there are pretty simple stairs to put together or you can just 
use the double height walls without a second story to just make grand, tall interior 
walls. 


Ultimately, you could use the Mayhem Bank to build different kinds of buildings and 
if you have the Mayhem Downtown set you already have plenty of different exterior 
building facades that can be used along with these interior walls to make lots of build- 
ings to run around “in” instead of just around the outside. This is a good set that has 
multiple uses outside of just being a bank and if you have any of the other modern 
building sets its usefulness increases dramatically. I’ve been very happy with all of the 
WWG modern sets and this one is no exception. The textures are all very well done 
and you can pretty quickly and easily build the interior/exterior of a pretty large build- 
ing to play with. 


Reviews by Rodney Forehand and Mark Theurer 


Barricades Basic Set $6.00 
Published by Paper Make It! 


When I first saw the title of this set I was under whelmed. I thought, “Ok, a bunch of 
barricades like you’d see blocking traffic, what’s the big deal or makes it worthy for a 
set to build?” Well, after cracking open the files and taking a look I found quite a lot 
to like with this set. 


You get straight, interior corners, exterior corners, and tall walls that can be put to- 
gether in an almost endless variety of ways to build all sorts of walled outposts. The 
results are not really buildings as you’d normally think of them but they can be built to 
make all sorts of terrain features. These are mostly suited to sci-fi games but I’d have 
no problem dropping some of them into a Weird War II game where you are defending 
a front against a hoard of Nazi zombies. The assemblies are all quite easy with lots of 
straight section and a minimal number of cuts needed. You get green, desert and regu- 
lar concrete colored versions along with a plain white one that you can manipulate to 
have anything on it that you want. This set reminds me a lot of the structures that 
you’d see in the Quake series of video games and I found the set quite useful and very 
affordable. 


Review by Mark Theurer 
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Before you can walk you need to learn how to crawl (well, don’t tell my youngest son 
that because he went straight to standing and then walking and pretty much bypassed 
crawling, but I digress) so we’re going to learn the basics of playing Metropolis now 
that we have a bunch of figures painted. We’re going to jump right into the battle 
which means we’ll jumping ahead of table setup and deployment but those are not 
things to grasp and we’re wanting to get right into the meat of the game mechanics. 
We’re also moving past army building because we’ve already discussed that as it re- 
lates to Metropolis in previous issues of Fictional Reality. 


Over on the right you can see that we have a selection of Viridian and Syntha troops 
ready to confront each other. We’re going to say that they are what’s left of a larger 
battle that’s already been going on for a while and they are what’s left. The first thing 
you do each turn is remove any markers that only last for one turn. Since we don’t 
have any we move right to the activation of units. In Metropolis you roll each turn to 
see who goes first and you and your enemy will be alternating the activation of units. 
Initiative is determined by a simple d10 roll and there are no modifiers to this roll. I 
would think that adding the highest CAL (that’s the Caliber, sort a measure of a 
model’s experience and training) of one of your Command units to the roll would be 
reasonable, but the game designers decided to keep with a simple non-modified roll. 
The winner gets to choose if they want to activate a unit first or allow their opponent to 
do so. There are tactical advantages to each of these choices depending on how the 
previous turn ended so winning this roll can benefit you greatly if you can really press 
an advantage that you’ve developed. 


In our game the Syntha player rolled a 7 and the Viridian player rolled a 10 so they get 
to go first. Now that we’re in the activation phase we have to decide if I’m going to 
have anyone go on Over-watch. Because if I do, I need to declare them first and use 
an activation to put them into that status. If there were more shooty guys (which 
would normally be all over a Viridian army) then this would be a pretty normal thing 
to do, but the Tomahawk CLAU is the only thing on that side with a gun and since I 
think that it can get into a firing position this turn there’s no reason to stick it on Over- 
watch. Also, all units, from any side of the game, must be put on Over-watch before 
we move on to the rest of the activation phase. Since there will be none on the Syntha 
side we move right on to other actions 


TURN 1 - Viridian Activation 01 


After Over-watch units have either been declared or decided against we first have to 
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determine if there will be any movement. A unit can choose to either move up to their 
MV (move) stat in inches or they can move twice this amount. If they move just up to 
their MV stat then they can move on to the shooting phase, but if they choose to move 
double, called a rush move, then their turn ends. The rush move is good for getting out 
of the way of another unit that’s getting into position to shoot at you but if you’re 
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; with an enemy unit then we’d have to the move and 
ishoot options and go straight to assault. It is possible, 
. though, to activate a unit and move them (a single 
“> move), shoot at an enemy (if you have LOS and are 
ithin range) and then charge and fight them in close 
combat. On top of that you’ll really want to have troops 
that are at good hand-to-hand fighters and at least decent 
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the CLAU and establishing LOS. The patch or 

rocks between the two models might provide 

cover for the Talon, but only if it meets one of the 

following criteria: 

e If the model in question is in contact with the 
obstruction, or 

e If the model in question is within 1” of the 
obstruction and is closer to it than the at- 
tacker. 


It doesn’t meet either of these conditions so it 
does not benefit from the obstruction. Had it met 
one of them it would get an additional saving 
throw if it gets hit by incoming fire. We’ll go 
ahead and fire at the Talon. The Tomahawk is 
A armed with a Howitzer TMT, which is a big 
freaking gun that has a Damage rating of 7 (that’s 
high) at all ranges and produces a large circular 
/ template when it hits. We measure the range and 
find out that the Talon is 27” away and this is in 
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long range (range bands are Short [up to 12”], Medium [beyond 12” and up to 24”], 
Long [beyond 24” and up to 36”], and Extreme [beyond 36” and up to 48”] but not all 
weapons have the ability to shoot into each range band) which confers a —1 to hit pen- 
alty based on the Howitzer TMT’s stats, but the large size of the Talon Cyclosynth 
CLAU (SZ 6) gives a +2 to hit bonus. The Tomahawk is a higher CAL (Caliber) so it 
gets another +1 to hit the Talon as it can sort of anticipate its moves so our net bonus is 
now +2 to hit. The Tomahawk has a Shooting (SH) stat of 5 and that means that it 
needs a 5+ to hit. There’s a to hit table in the shooting section of the book but basi- 
cally it works out to you starting at needing a 10 (on a d10) to hit and then subtracting 
your SH stat but you cannot go lower than needing a 2+ to hit. So, 10-5=5 and even I 
can do simple math like that so I need a 5+ to hit just like the table says. I roll a 7 and 
add 2 to it, for my to hit bonus above, and the end result is an 9 and a huge explosion 
erupts on the Talon. Normally with templates like this you and your opponent would 
each roll a d10 after it hits and the one with the higher score would pick where in the 
unit to center the blast but the Talon is the only model in the unit so it just goes cen- 
tered on it. I was hoping to catch some of the Biomech Assault Cell in the blast but 
they are a bit too far away as you can see below. 


I like the circular templates for Metropolis and you can see the hollow inner section 
that surrounds the Talon below. Models that are touched, at all, by the inner section 
take a hit at the full Damage rating of the weapon. Those that are not 
=| touched by the inner circle but are still touched by the outer ring take a hit 
at the Damage rating halved. The Talon takes a full damage hit so we 
now have to determine if it’s damaged. The Damage of the Howitzer 
TMT is 7 and the Toughness (T) of the Talon is also 7 so we check the 
Damage Table and find that we need a 6+ on a d10 to hurt the big ma- 
chine. The base roll needed to damage something is based on having 
equal damage versus toughness. If this is the case then you need a 6+. 
For every point that you’re off, in either direction, you need one more or 
less to cause damage. This goes down to a minimum of 2+ or a maximum 
of 10. So, if you had a Damage 5 weapon that hit a Toughness 8 model 
you’d need a 9+ to cause damage. The Tomahawk rolls a 10 and causes 
damage but the Talon gets a saving throw. There are normally only two 
situations that will allow for a saving throw. Either you have an obstruc- 
tion in the way that gives you a save or you have a special ability called 
Heavy Armor. The Talon has Heavy Armor (4) and would need a modi- 
fied roll of 10 or better to shrug off the armor. It would add 4 to the roll 
because that’s its level of heavy armor and different troops with this abil- 
ity can have different levels of heavy armor. So, it would need a 6+ to 
save , but the Howitzer TMT has its own special ability called Armor 
Piercing, with a rating of 1, so it reduces the saving throw by 1. The net 
bonus to the saving throw for the Talon is +3 and it rolls a 3 for a total of 
6 which means that it blew the save and takes the damage. These big ma- 
chines of destruction can take multiple hits and first we take one wound 
off of its total (it starts off with 4 so is now down to 3 because while the 
Howitzer TMT has a high damage rating and creates a big explosion it 


causes just a single wound on a successful hit) but it could also suffer a critical hit. 
Each CLAU has a critical hit table and we consult the one for the Talon and see that on 
a d10 roll of 1-5 there is no additional effect. We roll a 2 and nothing extra happens. 
If we rolled a 6 or higher there could have been additional negative effects of this hit 
but none of them would have resulted in additional immediate damage or the destruc- 
tion of the model, but we could see a stat reduced. 


We move to the assault option for the Tomahawk and if we were within range we 
could charge into base-to-base contact with an enemy to initiate close combat but 
we’re not so we don’t have that option and the activation for the Tomahawk CLAU 
ends. There were a bunch of modifiers flying around during that activation and several 
special abilities that were used but it’s not a hard system to keep up with and it flows 
pretty easily after playing through the sequence a few times. 


TURN 1 - Syntha Activation 01 


Since the Viridian player has 
completed their first action 
_ it’s now time for the Syntha 
to get an activation. The 
Biomech Assault Cell is 
activated and for their move 
action they all advance 4” 
towards the Shock Marines. 
Then, for shooting, the two 
wm, Achilles that are armed with 
Chainguns open up. The 
~ bulk of the unit being fired 
jupon is at medium range 
oi (just a bit over 12” away) so 
= we'll take a —1 to hit penalty 
i for that but they also get a 
}+1 modifier to hit due to 
being a higher (by 1 point) 
FCAL than the Shock Ma- 
rines. The Achilles each 
have a SH (shooting) stat of 
5 so they need a 5+ to hit 
with no net modifier to the 
roll. The Chainguns each 
allow three shots instead of 
the usual one so we roll a 
total of 6 dice to hit and they 
get, above-right, a 1, 2, 3, 4, 
8, and 8 so score two hits on 
the Shock Marines. While 


the Chaingun spits &@ 
out a lot of shots, 
individually each shot 
is not of massive 
penetrating power. 
Each is Damage 3 
versus the Toughness 
of the Shock Marines 
which is 5. With a 
base to wound roll of 
6+ we end up with an 
8+ due to the differ- 
ence between the 
Damage and Tough- 
ness stats, but this is 
further modified by 
another —1 due to the 
Negatron Shields that the Shock Marines carry. They provide a —1 modifier to damage 
rolls that originate to the front of those that carry it so we end up with needing a 9+ to 
cause a wound. Rolls of 1 and 4 both fail and the two Shock Marines escape un- 
scathed. Even if your targets don’t get damaged / killed by incoming fire they might 
still need to make a Shock (morale) check to see if they panic. If a unit takes at least 
half as many hits as it has total wounds remaining then it needs to take a check. They 
took just two hits and have five wounds remaining in the unit so that’s not more htan 
half of what they have left so there’s no need to take a check. Since the distance be- 
tween the Shock Marines and is farther than the Biomech Assault Cell can cross they 
forego an assault action and we move back to the Viridians. 


TURN 1 - Viridian Activation 02 


The Biomech Assault Cell couldn’t get to the Shock Marines but boys in red should be 
able to engage the cyborgs if they are lucky. First, as a move action, the Shock Ma- 
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rines all move forward 4” and | 
since they have no ranged weap- | 
ons they cannot take a shoot ac- 
tion so we head right to assault. | 
When making an assault move 
you can move up to your MV 
stat but you also get a bonus | 
number of inches equal to your |¥ 
CAL. Since the Shock Marines | 
are CAL 1 they get a 5” assault 
move and this gets one member | = 
of the Shock Marines into con- )) 
tact with a member of the target | 
unit. I can now take what is 
called a consolidate move andj) 
basically this allows models that 
can get into base-to-base contact 
to get an extra move of up to half 
their move stat. The consolidate 
move results in a second Shock 
Marine getting into base-to-base 


contact and we have two Shock Marines squaring off against the two Achilles Bio- 


mechs. If the Biomech Assault Cell was on Over-watch they could attempt to counter- 
charge, but this is not the case. It’s easy to see who will be fighting since we have two 
instances of one Shock Marine against one Achilles Biomech, but we need to first need 
to determine who will attack first. It’s quite possible to kick the stuffing out of your 
enemy before they can strike back and we figure this out by determining the Strike 
Rank of each side. The Strike Rank starts off based on the CAL of the models in- 
volved and this gives the Biomechs an advantage since they are CAL 2 while the 
Shock Marines are CAL 1, but the Marines charged into combat so this gives them a 
+3 and they end up getting to strike first. To determine the roll needed to hit we com- 
pare the AS (assault) value of each model. If they are equal then you need a 6+ to hit 
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and you modify the roll in the same way as with the roll to damage a model. Both 
combatants have a5 AS so that’s a base 6+ to hit. The Shock Marines get a +1 due to 
their Shock Trooper ability which gives them a +1 to hit and damage when they charge 
or counter-charge and they get another +1 to each because they charge this turn. They 
roll 2d10, one for each Shock Marine, and get a 1 and an 8 for final to hit rolls of 3 and 
10 so they get a single hit. On the damage roll we have to determine the ST of the hit. 
It starts off with the weapon’s stat which is the ST of the model +2 (this gets us a 6) +2 
more as mentioned earlier for a total Damage of 8. This is compared to the T 
(toughness) of the Achilles, which is 4, so with a difference of 4 we have a total of +4 
to the roll. A base roll of 4, plus 4 more, gets us an 8 and causes a wound to one of the 
Achilles Biomechs and since they don’t have any special abilities to give them a sav- 
ing throw one of them is eliminated. We follow the same process for the single Achil- 
les Biomech that’s fighting back and it ends up missing. The Biomech Assault Cell 
has to make a shock roll since they lost a round of close combat. They get a bonus of 
+1 to the roll for having the High Morale (1) special ability and end up passing. 


TURN 1 - Syntha Activation 02 


The last model to activate this 
tum is the Talon Cyclosynth 
CLAU and it takes a rush move 
to head 8” towards the Shock 
Marines and end the first turn. 


To start the next turn we need to 
again figure out who gets initia- 
tive and each side rolls a d10 
again. This time the Syntha come 
out on top and get to either go 
first or allow the Viridians to go 
first. Since the Talon Cyclosynth 
CLAU just got real close to the 
Shock Marines there’s no reason 
not to go first and try to give 
them a beating. 


TURN 2 - Syntha Activation 01 


The Talon moves up 4” as its 
move action and then charges 
into two Shock Marines. They 
are not on over-watch, but would 
normally be entitled to try and 
counter-charge because they have 
not acted yet this turn, but they are already engaged in close combat with the Biomech 
Assault Cell so they have to watch as the giant robots wades into them. Had they fin- 


ished off both of the Achilles Biomechs they could try to counter-charge. We have to 
figure out the Strike Rank again for this fight and there are two new modifiers in play 
this time. The Talon has Long Reach (+3 to Strike Rank) but it also has Slow Strike (- 
3 to Strike Rank) so things kind of even out and we end up with a Strike Rank of 3 for 
the Talon and 1 for the Shock Marines. The modifiers to hit also see a new modifier as 
the Talon counts as having two weapons (+1 to hit and damage). It also gets two at- 
tacks instead of just one because it has the Multiple Attacks (x2) special abilities and 
ends up hitting with both attacks. The Talon also has the Lethal Strike (x2) special 
ability so it gets two additional dice when rolling to wound. All three end up wound- 
ing but the Shock Marine is carrying a Negatron Shield which give them Heavy Armor 
2 but all of the resulting saving throws are blown and we have two dead Shock Ma- 
rines, but luckily they pass their command check and are allowed to act this turn. 


TURN 2 - Viridian Activation 01 


It seems like a good time to do something with the Shock Marines because they just 
took a licking from the Talon and the Biomech Assault Cell is yet to go this turn and 


it’s not likely that they’ll have mercy on the Shock Marines and just go home. The 
three remaining marines charge into the fray and two, including the sergeant, make 
contact with the Talon and the last gets in contact with the Achilles Biomech. As the 
chargers the marines get to strike first, which is very normal, and the last Achilles bites 
the dust. The Biomechs keep their cool and we then turn out attention to the fight be- 
tween the Talon and the other two Shock Marines. The marines end up causing an 
additional wound to the Talon, but with no additional effects. Since the Talon did not 
go down it can strike back and it shreds one of the Shock Marines that were standing 
against it. It’s Armor Piercing 3 negates his Heavy Armor 2 and its spinning claws 
chew them up like so much hamburger meat. The remaining Shock Marines blows his 
command test so they’ll be missing their next activation. 


TURN 2 - Syntha Activation 02 


The Biomech Assault Cell activates and goes straight to the assault phase where they 
charge into the remaining Shock Marines. The regular Shock Marine gets off easy but 
the Sergeant is pummeled by the heavy fists of the Hercules Biomech and he blows his 
Heavy Armor saving throw. The Shock Marines are down to just one member and 
he’s standing in the midst of three very pissed off cyborgs that are bent on his destruc- 
tion. 


TURN 2 - Viridian Activation 02 


The Tomahawk moves 4” to get LOS on one of the Her- 
cules Biomechs and fires away. He could have fired 
without first establishing LOS because the Howitzer TMT 
can fire indirectly but this would allow those under the 
template a chance to avoid being hit by making a success- 
ful command check and that’s not something I’m keen on 
doing. Since the Tomahawk is shooting into a close com- 
bat that contains a friendly unit, the last surviving Shock F 
Marine, it must make a command check to be able to do ae * 
so. It succeeds and decides that the risk of killing his ally | a 
is worth the possible benefit of taking out multiple ene- | 
mies. After placing the template we see that one Hercules } 
Biomech is touched by center circle as is the Talon. The | ~ 
Shock Marine is barely touched by the inner circle so is 
also affected by the full strength of the blast. The other 4” 
Hercules Biomech is only touched by the outer ring so it y 
will suffer only a Damage 3 hit. The centered Hercules -/- 
Biomech explodes in a shower of blood, bone, metal and | 
circuit boards and the Shock Marine suffers a similar fate § 
as he is killed. 
The Hercules f 
Biomech _ that He sey 
suffered just af 
Damage 3 hit is 
unhurt but Mie 
blows his com- 
mand check and 
is in shock. § 
This means that 
it loses its next 
activation. The & 
Talon is dam- 
aged but its 
Heavy Armor 
(normally a 4 
but modified 
down to a 3 due 
to the Howitzer 
TMT’s Armor 
Piercing rating 
of 1) saves it 
from any dam- 
age. 


‘ 


With rolls of 9 (Viridian) and 4 (Syntha) the Tomahawk starts off the 
) action of the third turn. 


TURN 3 - Viridian Activation 01 


~~ It doesn’t move but does take aim at the Talon and fires again with the 
}} Howitzer TMT. It gets lucky and the last member of the Biomech 


TURN 3 — Syntha Activation 01 


| Having the last of the Biomech Assault Cell go down the Syntha 
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We’re down to just the two CLAUs and it looks like we’re in store for an old fashioned 
showdown between the two heavies. 


The fourth turn starts with an initiative roll and the Syntha player barely squeaks out a 
victory with a roll of 4 to 3 over the Viridian. 


TURN 4 - Syntha Activation 01 


As its movement the Talon lumbers forward 4” and then bypasses the shooting phase 
since it has no ranged weapons but it can get in base to base contact with the Toma- 
hawk so it charges in for its assault. It brutalizes the Tomahawk and causes three 
wounds and causes critical damage that reduces the Tomahawk’s Toughness by one 
point and makes it more susceptible to future attacks. The Tomahawk gets to strike 
back but misses. 


TURN 4 - Viridian Activation 01 


For its turn the Tomahawk CLAU tries to strike back but ends up missing and the 
Talon carves it up to take its last wound and finish it off. Having its Toughness re- 
duced by one point helped make it easier to damage and then put to bed. We’re left 
with just the Talon Cyclosynth CLAU standing as the lone survivor of this battle. 


AFTERMATH 


In a real game of Metropolis each side would have more troops on the battlefield and 
the game would likely go for more turns but the basic sequence of play and die rolls 
and modifiers would generally be the same. Activation would go back and forth each 
turn and you would have more opportunity to respond to your opponent’s actions. If 
there were Viridian Bazooka Teams they could also fire on the Talon Cyclosynth as it 


48 


was closing in on the Tomahawk. But, the Syntha could have HK 2800 Grav Bikes 
going on strafing runs to pepper their foes with its chainguns. Act, react and repeat. 
That’s the way the turns will go until either you or your opponent get an advantage in 
number of units present on the battlefield and then you’ll end up getting multiple acti- 
vations back to back and really be able to put the boots to them. 


After playing through this preliminary game of Metropolis I’m eager to get my whole 
army painted and get into a real throwdown against Clay’s Syntha force. The game 
rules are pretty easy to follow and after a few run-throughs of shooting and close- 
combat it flowed well. I think that the thing I like the most about Metropolis is the 
CALiber rating of the troops. You don’t get a different caliber choice with each and 
every model in the game but generally if you want to be a little better with your shooty 
guys you buy them at a bit higher caliber. Same goes for your close-combat troops and 
that slight edge can push you towards a victory. 


Written by Mark Theurer 
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AE-WWII Learn to Play Report 


AE-WWIL, where “AE” stands for Alternate Events is a game about 
what would happen during World War II if latent psychic powers were 
discovered, alien technology were uncovered and other technologies | 
like Tesla devices and robotics received more focus in the R&D depart- } 
ments. AE-WWII is a pretty fast paced game depending on how man 
attachments you throw in to the battle. Attachments represent a fighting [= 
unit and they are based on build options instead of points values. Certain 
builds allow you to take certain combinations of units and some allow § 
for vehicles. 


To keep this learn to play session simple we’re just going to have a a= 
straight up fight between a German and a Soviet detachment. The only peat : 
objective is to destroy or make the other side retreat and there will be no ees 
secondary objectives. This will not cover step-by-step action like a full 7 
battle report either, but will focus on certain actions to detail how the | 
game system works. I feel like I’ve have a pretty good grasp of the rules | 
and have gotten to play quite a few games, but I’m sure I’Il make a few © 

mistakes along the way during this report. Hopefully, you’ll still be able to see what a 
great game this is and decide if it will be something you want to try in the future. 


Soviets - Experimental Detachment 

NKVD Psi Officer (Hero — Natural Born Leader) (Veteran) 

Soviet Sniper (Veteran) 

Banshees (Regular) 

Soviet Guards (Regular) 

Soviet Guards Anti-tank Rifle Team (Regular) 

NKVD Psi Commandos (Regular) 

(Dropped a Green unit for an additional special order) 

Special orders: Broken Axle (for a vehicle to fail a handling check), Coordinated At- 
tack (activate 2 units at once) 
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Lee nt “eee eke 5 ed ska 
Germans - Reconnaissance Detachment 
German Officer (Veteran) 

Mad Doktor (Veteran) 

Wehrmacht Sniper (Hero — Assassin) (Regular) using a WA46 

Wehrmacht x 2 (Regular) using StG44’s 

Abgezgersoldat (Green)... we’ll call them Emaciated Troopers for the rest of this 
writeup! 

SdKfz 221 Light Armored Car (dropped one Green unit to upgrade Light Scout to Me- 
dium option) 

Special Orders: Scouts (which will allow for one unit to start with hidden deployment) 


DEPLOYMENT 


Deployment is generally determined by the rules of the scenario you choose to play. Or 
if no scenario is used you can just roll to determine who deploys first. We want to get 


6. The NKVD Psi Officer has 
a drive of 7 (normally it is 
only a DR 5, but +2 because 
he is a Hero with the Natural 
Born Leader type). The Ger- 
mans roll a 6 giving them a 
combined score of 12 (6+6), 
@ while the Soviets roll a 4 giv- 
ing them a score of 11 (7+4). 
_The Germans win initiative. 
The German will start by 
picking a unit to activate. He 
chooses to start off with one 
~|of his Wehrmacht teams. If 
you look at the detachment 
lists above you’ ll see that each 
unit had a training level in 
parenthesis next to their name. 
The training levels are Green, 
Regular, Veteran and Elite. 
* The units’ training level deter- 
smines how many Action 
Points (AP’s) they get to use 
per activation. Wehrmacht are Regular so they will 
get 2 AP’s each turn. With an AP you can move, 
shoot or perform a special action. The Wehrmacht 
want to move forward so they can spend 2 AP’s to 
make two moves (most humanoid figures have a 3” 
move). Instead of choosing to spend 2 AP’s for a 
move of only 6”, the Wehrmacht can instead spend 
all their AP’s for a Sprint move. In a sprint a unit can 
give up all AP’s to make 3 moves in a straight line 
and cannot change their facing. This is worth it so the 
Wehrmacht team (now named WT1) will sprint. 
Once the unit is finished he places a marker on them 
to show they have been activated this turn. 


right into the action so all the 
units are placed on the table in a 
manner to get the action started 
rather quickly. One exception 
though is that the German player 
took the Scouts special order and 
chooses not to deploy his 
Wehrmacht sniper. He will be 
able to place the sniper any- 
where he wants at the start of | 
that unit’s activation in the first 
turn (as long as it is not within |= 
10” of any enemy unit). Ooooh fq 
that’s sneaky! 


TURN 1 
Roll for initiative. Each side will 63 
roll a 6-sided die (d6) and add 
the highest DR (Drive) attribute 
of any unit in their detachment. 
The German officer has a DR of 


AE-WWI works on a alternating “I go, you go” turn 
so now it will be the Soviet player’s turn to activate a 
unit. The sniper is a Veteran unit and therefore gets 3 
AP’s. He could sprint, but since he has 3 AP’s he 
could make 3 moves and achieves the same amount 
of distance. He will choose to spend 3 AP’s for 3 
movements. Since he wants to move into cover (trees 
were the only rough terrain for this battle) he would 
not be able to sprint. He makes the 3 moves for 8.5”. 


Moving through rough terrain halves the amount of 
distance you can move meaning he can only move a 
half inch into the trees (since he has an inch of move- 
ment left when he gets to the treeline). Also, since he 


aes The Germans move their Emaciated Troopers into base 
to base contact with the Mad Doktor so he can give 
them a wonderful surprise during his activation 
| (hopefully!). They are Green units so only get 1 AP 
each. Moving 3” is it for them. The Soviets sprint with 
their Psi Commandos. It comes back to the Germans 
and the Mad Doktor goes to work. He can use his sy- 
ringe to inoculate anyone in base to base contact with 
him, although each figure can only receive an injection 
once each game. He is a Veteran so he has 3 APs and 
therefore can inoculate each emaciated trooper. Now 
another thing is that when he inoculates a squad he has 
== to inoculate every member of the squad before you can 
g roll for the effect. The German player rolls for the re- 
sult of the inoculation and get a 3, which means +1 
AP. Now the Emaciated Troopers will have 2 AP for the rest of the game! The rest of 
Turn 1 results in units sprinting for better locations with one exception. 


The German player deploys his Wehrmacht sniper so that he can take a shot at one of 
the Psi Commandos. The sniper’s rifle has a max range of 36”. The German player 
measures and it’s within 36” and he has full Line of Sight (LoS). One thing to note on 
the distance is that it is over % the range of the rifle so he will have to add +1 RC 
(Ranged Combat) when making his roll to hit. The sniper has an RC of 2+ (he’s a Hero 
with the Assassin type) so adding the range modifier his RC is 3+ for this shot. To hit 
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he will need to 


roll a d6 and 
roll equal or 
higher than his 
RC. He rolls a 
3 and hits! 
Next he deter- 
mines the 
strength of the 
shot. The 
WA46 does “5 
+ d6” so he rolls a d6 and gets a 5 for a total of 10. Being an assassin also gives the 
sniper the lethal ability adding +2 to the weapon strength for a total of 12. Normally a 
hit will only do one wound, but on strength of 11-15 it counts for 2 wounds. This could 
really hurt! The Psi Commando now gets an armor save. His armor is 3 and NOR- 
MALLY in addition his Psi power Clouded Mind gives him an additional +2 armor, 
except he is up against a sniper with Crackshot which allows the sniper to ignore up to 
+2 of cover bonuses. So for now the Psi Commando only has an armor of 3. To make 
an armor save the defender subtracts his armor score from the damage strength and 
gets the number he needs to beat with a d6. Strength 12 — armor 3 results in a roll of 9+ 
which is impossible on a d6 so he takes both wounds. That kills the Psi Commando. 
Okay, after that attack you’re probably thinking “holy crap that’s complicated” but let 
me just say that’s as difficult as it gets. I find the combat resolution pretty quick in this 
game. This particular one was complicated only because of the special abilities of the 


two units involved. Also, the 
sniper uses a bolt action rifle 
with a 1:2 AP use ratio. So he 
has to spend 1 AP to reload. 
This will limit the sniper to 1 
shot per turn, whereas an Elite 
sniper with 4 AP could shoot 
twice in one turn. 


AE-WWII works on a morale 
based system so you are very 
unlikely to see one side totally 
wipe out the other because a 
detachment will likely break 
and rout long before the last 
soldier is dead. Each unit has a 
DR score (drive which was 
mentioned during initiative) 
‘that also is a gauge of their 
morale. Any time 
“ 2 a unit’s morale is 
ae dropped to zero it 


Rakes will rout. Units 
ae suffer drive loss) 
from casualties) 


~~, and other effects. © 
—_— rate aie loss can also a 
e a temporary 
effect such as from facing a ee unit. The Psi Commandos were a 
two person unit and since one just died the other Psi Commando now suf- 
fers a -1 DR. I use markers to keep track of DR. The Psi Commandos start 
with a DR of 4 so at -1 (3) he is still good for a while. Except for one 
small detail, the Germans want to kill him. 


The German players saves the SdKfz 221 (okay, you sharp people out 

there may notice my vehicle is actually a SdKfz 222 without the cage on 
top but it works for me!) and drives at the remaining Psi Commando. The 
221 is a Regular unit and gets 2 AP for both the driver and the gunner. 
One difference with a vehicle is that the crew must all spend an AP before 
moving to the next allowed AP. The driver moves the 221 (move of 8”) 
and the gunner loses an AP twiddling his thumbs because he doesn’t want 
to shoot his MG34 yet. Next AP the driver moves forward 8 more inches 
and then the gunner opens up on the Psi Commando! The MG34 has a 4:1 
AP ratio so the gunner will get to roll 4 dice with this shot. He is a 4+ RC 
and with the range he will be a total of 5+. He rolls a 6, 6, 1, 1 and will 
therefore score 2 hits. The MG does “4 + d6” strength hits. The German 
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player rolls and the total strength for each hit is 10 and 9. The Psi Commando does 
benefit from his Clouded Mind ability so he will have an armor of 5 this time. He will 
need a 5 (10-5) and a 4 (9-5) to save from both wounds. First roll is a 4 and fails the 
first save, but gets a 5 on the second roll to make the second save. He takes 1 wound. 
Figures with multiple wounds will suffer a loss of DR for each wound they take. He 
will lose 1 DR and now is at -2 DR total (-1 for loss of other Psi Commando and -1 for 
his wound). 


TURN 2 


Once again the German player wins initiative. Hoping to finish off the other Psi Com- 
mando the sniper shoots and scores a hit, but the Psi Commando makes the save and 
shrugs off the wound. The Soviet player uses his Anti-Tank Rifle Team to try and 
knock out the 221. Since the PTRS has a 1:1 ratio and the team is a Regular training 
level the gunner can fire two shots. The first misses and the second hits. The PTRS has 
armor piercing rounds so it can reduce armor by 8 points (but can’t reduce armor be- 
low zero). The 221 has an armor value of 7 so it will be reduced to zero. With the shot 
at strength 10 the vehicle can’t save and takes a wound. The assistant gunner also fires 
two shots with his SVT-40, but can’t penetrate the armor. The SdKfz 221 will take a -1 
DR for the wound as well. 
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Both players move and shoot at each other without much effect until the German 
player activates his SdKfz 221. The MG34 requires 2 AP for reloading, so the Gunner 
will be out of action this turn, but the driver can still do something. He uses his 2 AP to 
make 2 moves (2 x 8” = 16”) and rams the last Psi Commando! This means the vehicle 
and the commando will make a CC (close combat) roll. This is an opposed roll so both 
players will roll a d6 and add that units CC score. The Psi Commando has a CC 3 and 
rolls a 3 for a total of 6. The vehicle has a CC 4 and also rolls a 3 for 7 total. The driver 
hits the commando. If the commando had won he could step out of the way and make a 
hit on the vehicle. 


Likewise in all close combat, the winner of the opposed roll gets to hit the other par- 
ticipant in the close combat. This attack’s strength is based on a d6 + the units S 
(strength) score. The 221 has a strength score of 7 and rolls a 5 for a total of 12 dam- 
age (and this will be worth 2 wounds too). The armor save will be over 6 so the Psi 
Commando dies. When a vehicle “rams”, the driver has to make a handling check. 
This roll is the vehicle’s handling score (3), minus any wounds (1 wound so far) for a 
resulting 2. The German will have to roll a two or less or the 221 will break down, but 
before he makes the roll the Soviet player uses his Broken Axle special order and 
forces the handling check to automatically fail! The 221 is now broke down and will 
need to be fixed before it can get back into the action. 


PUIARG 


High quality, reasonable prices, and fast turnaround 


aall 


Taking care of all of your miniature painting and terrain buiding needs 


There's nothing we can't paint! 


www. bluetablepainting.com 


With the death of the last Psi Commando the Soviets have lost a unit. When a detach- 
ment loses a unit, every remaining unit in that detachment loses 1 point of drive. Now 
things are starting to go downhill for the Soviets. 


TURN 3 


Soviets win the initiative and try to take out one of the Wehrmacht teams with his 
Guards unit, but the Wehrmacht shrug off every hit! The German player has both the 
Gunner and Driver disembark from the 221 and try to repair it. To repair a vehicle a 
model has to spend 1 AP to attempt a repair and roll a d6. A roll of 6 is needed for the 
repair to work. For each additional AP allotted to the attempt a +1 is added to the die 
roll. So the driver and gunner combine their 2 AP each and will get a +3 (remember 
one is needed for the repair action). The German player rolls a 4, but after adding the 
+3 it results in a 7 and the SdKfz 221 is back in action. 


More action takes place with one of the Wehrmacht teams killing off the Soviet 
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Guards. Now all the Soviet units are at -2 DR (-1 for de- 
stroyed Psi Commando unit, -1 for destroyed Guards unit). 
The Soviets have a bit of luck too when the NKVD Psi Of- 
ficer guns down the first Wehrmacht team with his PPsh-41. 


q The loss of the Wehrmacht gives the German detachment a 


-1 DR. 


The PTRS gunner also kills the Gunner on the SdKfz 221 
while he is repairing the vehicle. Having the gunner out of 
the vehicle was just too irresistible for the Soviets. The 221 
is in bad shape with a total of -3 DR (-1 for the vehicle 
wound, -1 for Gunner being dead, and -1 for destroyed 
Wehrmacht team). It has a starting DR of 4, so losing one 
more will cause it to rout. 


TURN 4 


Germans win initiative. Hoping to keep the 221 from being 
routed the Wehrmacht sniper shoots at the PTRS gunner 
and kills him! The assistant gunner on the Anti-tank Rifle 
Team is at -3 DR now and very close to routing. 


The Soviet player puts his Banshees into action and moves 
them forward with their first AP. The 2nd AP for one Ban- 
shee is used to shoot at the German Officer but misses. The 
second Banshee uses her Wail ability to try to suppress all 
the units in her range of 12”. Any unit can force a suppres- 
sion check by just spraying bullets at an enemy instead of 
attempting to wound them. The Banshee wail ability does 
this automatically to any units with 12” (although this will 
affect any friendly units too... as you will see!). To pass a 


suppression check a unit must roll a d6 and score equal or less than their current drive. 
All the Germans pass, but that poor Soviet Anti-Tank Rifleman fails miserably. He has 
a starting DR of 4, but -3 makes his current drive 1. He is suppressed and must run for 
cover during his activation (he also earns a pink marker for this to show he is sup- 
pressed). 


Both sides take shots at each other with one of the Banshees taking a wound. The 
NKVD Psi Officer moves closer to the Banshees and does his part to keep his remain- 
ing troops from routing. Any unit with the Command ability can add to a unit’s drive 
for each AP he spends (although he can’t take them over their original starting value). 
He uses 1 AP to move 3” closer and then uses 1 AP to add to the Banshees’ drive and 
also 1 AP to the Anti-tank Rifle team member. He can do this for the Anti-tank Rifle 
soldier even though the hill blocks LoS, the only requirement is that they have to be 
within 12”. 
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TURN 5 : 

Soviets win the initiative and — 

use their Coordinated Attack — 

special order which allows ; — 
them to activate two units. This desperate attempt has the Banshees and NKVD Psi 
Officer doing their best to gun down the Emaciated Troopers before they can charge 
the Banshees but they are able to shrug off all the wounds. The other Germans shoot at 
the Psi Officer, but with his Clouded Mind ability (he has several to choose from, but 
you only pick one at the start of the game) he shrugs them all off but one wound. The 
Mad Doktor also attempted to inoculate the other Wehrmacht team but instead in- 
flicted 2 wounds on one of the soldiers, killing it. The remaining Wehrmacht chooses 
to move towards the Banshees rather than “enjoy” the company of the good Doktor. 
Also, with the SdKfz 221 back in action it moved back to the main group to provide 
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cover for the German officer. The Emaciated troopers Charge the Banshees, which is 
done just like the sprint action except you get to make a close combat attack when you 
get to base to base contact with an enemy. In addition, with a Charge you get a +2 CC 
and +2 Strength for the damage if you hit. One Banshee lives and one Banshee dies. 
This battle is almost over for the Soviets. 


TURN 6 

Germans win the initiative and activate the Emaciated Troopers which rip the last Ban- 
shee to shreds. Even with the Psi Officer adding to the other units DR, they are still on 
the brink of disaster. The Psi officer is at -4 drive (-1 destroyed Psi Commandos, -1 
destroyed Banshees, -1 guards, and -1 for his 1 wound). The Anti-tank rifle member 
and the Soviet sniper are both at -3. The Psi Officer backs up and shoots at the closest 
Emaciated Trooper and totally misses with his hail of bullets. The Red Army has not 
seen one of its finer days today. The German player sensing his enemy is ready to 
break, fires with his sniper at the Psi Officer. He scores a hit and the officer dies. The 
rout begins and thus the battle ends with a German victory. 


Conclusion 

Well, that certainly didn’t cover everything in AE-WII but it should be enough to help 
you decide whether you would be interested in playing the game or not. The rules are 
really not that complicated compared to a lot of miniatures games, but still feel like a 
realistic battle. I have to say I’m a big fan and have been for a long time. My first game 
of AE-WWII was at GenCon 2007 and I ended up leaving that convention with a hand- 
ful of Darkson Designs miniatures. If you are interested, be sure and visit their forums 
where they do an excellent job of explaining rules questions and feeding you teasers 
about the next Occult Expansion. They occasionally release new rules and scenarios 
through their “Over the Wire” publication so those are definitely worth reading as well 
(and free too!). 


Written by Rodney Forehand 


Mark’s pre-game thoughts... 


Clay and I (Mark) decided to play a game of Infinity but we haven’t really played 
around with smaller forces. We went with a 150-point game of Clay’s PanOceania 
versus my Combined Army. I decided to try out a whole gaggle of Gakis since I just 
got them painted and have not had a chance to play with them yet. I have eight of 
them and they formed my first combat group. They’ll each have an Impetuous order 
that will need to be resolved each turn and then another eight orders to spread among 
them. I’m really not sure how the “swarm” tactic will work in Infinity but I’m sure 
that I’ll find out today. My other combat group will consist of a Speculo Killer, a 
Shrouded Sniper, and finally a Daturazi Witch Soldier Lieutenant. The Speculo Killer 
is another model that I’ve never had a chance to use yet and I’m hoping that she 
quickly proves her worth and takes down a significant member of Clay’s army. Her 
monofilament close-combat weapon cuts through anything like it’s butter and I figure 
that the investment in points for her will either turn out to be well worth it or a com- 
plete waste. Each part of this army has a specific purpose. The Gakis’ job is to rush 


forward, either in small groups or the 
whole bunch, and eat whatever they 
come into contact with. The Speculo 


Killer needs to get in deep and cut © 


something to pieces before she gets 
killed. The Shrouded Sniper needs to 
take down whatever it can at range 
and the Daturazi’s job is simply to 
stay alive. I expect nothing else out 
of him except to keep me from get- 
ting into deep trouble by being killed. 


Clay’s Pre-Game thoughts... 
When looking at my choices of what 


to field using only 150 points, I saw 
right away that that was not enough 


point to build a well rounded PanOceania force. So, I had to de- 
cide on what I wanted to center my attention on and then put some 
support around it. Seeing that I have had some luck in the past 
using my Armoured Cav in such a role, I thought I would give that 
atry. The downside is that the Armoured Cav runs 101 points, not 
leaving much for support. In fact, the only support I could manage 
came in the form of a squad of four Fusiliers, one of which I could 
arm with and HMG. This put me right on the 150 point mark. I 
don’t normally like playing games where I put all my eggs in one 
basket like this, but I figured that it might be interesting to try just 
to test the game system to see how it would work. 


Deployment 


First we started with the deployment and it took two rolls before 
we had a winner, that being Mark, and he chose to have Clay de- 
ploy first. | Mark also takes a roll to see if his Speculo Killer 
could successfully deploy in Clay’s deployment zone as a Imper- 
sonation 1 marker, and passes. He deploys the marker in base to 
base contact with the Armored Cav of the PanOceania. The game 
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has not even started and already Clay’s pucker factor has just gone up a couple 
notches. 


Turn 1 


The Initiative roll goes Clay’s way and he chooses to go first. However that is as 
far as his luck goes as 
he then spends the 
lion’s share of his 
tum trying to detect 
the imposter in his 
midst. Clay has five 
models on the field, 

+ and when combined 
with his Lieutenant‘s 
order he has a total of 
six orders. Five of 
those fail to detect the 
imposter, and_ the 
final one only suc- 
ceeds in changing the 
marker to an Imper- 
sonation level 2 
marker. 


Mark has two battle 


groups one 
with three regu- 
wlar orders, the 


Lieutenant’s® 


order and one 
impetuous  or- F 
der. The other 


group has eight fai 


normal orders 
and eight im- 
petuous orders. 
For the first 
group, Mark 
has his Lieuten- 
Sant start by 
(3 using his im- 
sk petuous order 


yy 


7 ‘to move  for- 
i ward, and then PSS 


uses his Lieu- 
tenant order to continue moving for- 
ward to try and get into battle before — 
it’s over. The Speculo Killer then uses 


the next order to attack the Armoured | = 
Cav. In hand to hand she is hard to i» 
beat, and that combined with the fact 


that one hit kills anything with her | 
mono-filament weapon, she makes p¢ 
short work of the Armoured Cav and ¢* 
the main buttress of Clay’s force goes 
down in a smoking heap. The nearby 
PanOceania troopers do manage to get 
off a couple AROs, and both hit the 
assassin and she falls unconscious. I’m 
sure there were many cries of, “what 
the...!” being raised among the PanOc 
guys as the Speculo Killer came out to 


play. 


For the next order for the first group, 
the Shrouded takes a long shot at one 
of the PanOcaenia Fusiliers, the one 
that just so happens to be carrying the 
HMG, and wins the head to head roll 
and succeeds in killing the Fusilier. 
Being rather happy with himself, the 


Shrouded uses the final order for the group 
to take a shot at the next Fusilier in line and 
manages to kill her as well. Not bad shoot- 
ing, and Clay’s army is down to two Fusil- 
iers just that fast. The second of Mark’s 
groups use both their impetuous order and 
= the normal order to run as far forward as 
possible while keeping together as a horde. 


Turn 2 


Being down to two models (one of which is 
the Lieutenant by pure happenstance) Clay 
has only three orders to work with. At this 
point it is obviously going to be a very 
, short battle, so the lieutenant decides to at 
least take the Speculo Killer out and splat- 
ters her brains with a shot to the head. To 
his surprise a small creature jumps from 
her twitching body, so he splatters that with 


his next shot. The other surviving Fusilier uses her shot to knock down the lead Gaki 


in the oncoming horde, and then leans down § 


and kisses her backside goodbye. 


Mark lost some orders, but he hardly notices. 


First, his Shrouded moves forward looking for egy 


a target, and then fires at the Fusilier trying to 
guard her lieutenant’s back. He wins the head 
to head roll for shooting combat and succeeds 
in taking her down. Mark then spends a lot of 
orders moving his force forward, and uses 
combined orders for the Gaki’s to reduce the 
number of AROs that Clay will get (and Clay 
misses with the one ARO that he got) and 
charges the Lieutenant with the two leading 
Gaki. The Lieutenant actually holds his 
grounds and wounds one of the Gaki, but due 
to the dogged ability of the Gaki, it stays up 
fighting. The Gaki, now in hand to hand, both 
use orders to fight the lieutenant again, and 
this time the lone Lieutenant can hold on no 
longer and joins his troops in oblivion. 


'Clay’s Post-Game 


thoughts... 


Ouch, that was quick and 


* painful. I guess putting all 
+ my eggs in one basket was 


xactly the wrong thing to 


‘do for this battle. Of 


course, I’m not so sure 


% there is a thing in the world 
sthat I could have done 


about that Speculo Killer. 
If fact, I’d be very hesitant 
to bring high value models 
against an army that has 
Impersonators. I’ll need to 
work out a way to try and 
counter them ahead of a 
rematch. She is basically 
willing to trade herself for 
any model on the board 
and if she lives through the 
initial onslaught then that’s 
just icing on the cake. 


Now, if Mark had 
accidentally 
guessed who my 
Lieutenant was 
and killed him on 
the first tum¥y 
things would have 
gone downhill 
even more 
quickly. It didn’t § 
help that I won the 
first turn’s initia- 
tive and basically 
failed to identify 
the traitor in my 
midst. I bet that 
one of the Fusil- | 
iers said some- Ry 
thing like, “I al-¥ 
ways knew there f 
was something 
wrong with her.” 
as she tore up the 
Amoured = Cav. 
Oh well, I guess 
all is fair in love 
and war right? 


Mark’s Post- 
Game thoughts... 


I’ve been involved in short Infinity games in the past but 
not on the winning side. I’ve been trounced fairly quickly 


in the past but this was a whole new experience for me. I | 
cannot take all, or even much, of the credit because the § 
dice really rolled in my favor for pretty much the whole @ 


game. When Clay won the initiative on the first turn I 
expected that the jig was up and he would discover and kill 
my Speculo Killer and then he could just use the terrain to 


avoid my Shrouded Sniper and then pick apart the Gakis as B=) 
they had to run towards him. If his Armoured Cav or 9 = 
HMG Fusilier lived long at all then I figure that the game § 
would have gone on a bit longer but the result would not # 


have been nearly as pleasant for me. I had no problem 
with the Speculo Killer getting pasted after she took out 
the Armoured Cav and I’d be willing to make that trade all 
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day long. I don’t know that I really got a feel for seeing 
how a “swarm” army will do in Infinity because my Gakis 
just rushed in and ate one guy, but they seemed to do that 
well. We also experimented a bit with our terrain setup 
and kept things quite dense but moved to an outdoors mo- 
tif instead of the usual futuristic cityscape that we usually 
use when playing Infinity. As for the short nature of to- 
day’s game I think that Infinity is the kind of game where 
you can try to plan for brutally quick games but if your 
plan does not execute the way you want it could be your 
opponent that sees you quickly crushed beneath their 


), boots. 


Played and written by Clay Richmond and 
Mark Theurer 


‘Ses 
SSEnmFE 


retro 


Searching for the Seal of Solomon 
(Storyline continued from FR #32 & #33) 
Final scenario (unless you make more on your own!) 


Freedom Bird 


The American pursuit had been fierce and the casualties were high. Doctor Eckener 
did not live to see his final mission come to its completion but the SD Agent was not 
one to mourn losses. As a matter of fact the only thought on his mind as they raced 
across the hot desert was getting to the airfield so he could get aboard the waiting 
Heinkel 111. He had in his possession the valuable diary the Doctor had found that 
hopefully had clues about the Seal of Solomon. The best place for it was back at the 
research facilities in Berlin. They had lost site of the persistent American commandos 
who dared to chase them behind their own lines a day ago. Even after losing the 
Americans, he did not want to slow down so they still moved as if they were still pur- 
sued. The small airfield slowly grew larger as they approached it and he could see a 
single fighter circling above the field that would serve as his escort to a larger airfield 
further back behind friendly lines. As they drew parallel to the runway and could see 
the waiting plane, the SD agent saw dust clouds behind the hanger far across the field. 
The Americans had somehow managed to cut them off and just beat them to the air- 
field. The fighter plane buzzed over the top of the American detachment probably be- 
cause the pilot was having trouble figuring who the new arrivals were. The SD Agent 
called over the radio, “Hit them head on and force them away from the plane. We must 
not let them get this diary!” 


Scenario [Planned] 


Compulsory Units 
None. 


Set-up 


Whoever ended up with the diary at the end of the last scenario, whether it was the 
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Germans or the Americans, they will be the attacker for this scenario. The attacker will 
have a plane waiting for them at the end of the runway (whatever you have available, 
but should at least be big enough to hold a passenger along with its regular crew). This 
is designed to be played on a 4’x6’ game board, so the plane should be at least 3.5’ 
from the near edge of attacker’s deployment area. Place some buildings, barrels and 
other things to provide some cover and make it look like a small airfield. Remember 
that a runway will be really clear and have no difficult terrain around it. You will also 
need a marker of some kind to designate which model is carrying the diary. 


“| just love this game. The WWII theme and playing 
sneaky spies is just excellent. Oooh the tension caused 
by the clock ticking down...” - FNH1, printandplay.co.uk 


“This is a really fun game — with so many options, 
the replay ability is high with no two games ever 
going the same way!” 


“Hour of Glory turns out to be a pleasant surprise... 
= And for once, someone did something new” 
- Frank Branham, boardgamenews.com 


Primary Objective 

figure is carrying the 

off as soon as the 

path down the run- 

plane follows stan- 

to climb aboard. 

are running so the 

defender is trying to erocaist of 
intelligent model PF ; 2 
the diary can pick it 

ground (assuming its 


The attacker is try- = —— 7 —— 
ing to get whichever 7. 7 M) cy ry AR 
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diary to the plane. a “ < Sree or A> mf Sos 
The plane will take } 
model with the diary 
is on board and the 
way is clear of vehi- 
cles. Boarding the f 
dard vehicle rules 
and will take 1 AP 
Pre-flight is com- > 
pleted and engines s 
Available from 

planes will take off your local 
immediately. The ee 

>» visit our website 
take the diary from aS 
the attackers. Any warmacre.com 
that comes into base 
to base contact with 
up if it is left unat- 
tended on _ the 
previous owner is 
now dead). 
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Conflict in WWI 
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- Michael Koznarsky, hmgrs.blogspot.com 
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In 1835 Texas fought for independence 
from Mexico. The Mexican dictator, Santa 
Anna, responded in 1836 by recapturing 
the Alamo and overrunning much of Texas 
until he was captured at the battle of San 
Jacinto. 

Texas Glory is a strategy game that 
brings this exciting period in history 
to life. Men like Houston, Austin, 
Crockett, and Bowie play key roles in the 
Texan struggle to defeat superior Mexican 
forces with a small but heroic army. 

The game is challenging and exciting 
for both players. The Mexicans have a 

powerful army but time and supply are 
their enemies. 

Intervention by U.S. forces can 
occur and the fierce Comanche are a 
threat to both sides. 
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Special Order: 
“Angel on Our 
Shoulder” 


An overhead fighter 
has ammo available 
to perform a strafing 
run on your chosen 
target. Pick the point 
of attack and meas- 
ure 12” from the 
point of attack. This 
is a template attack 
of 12” long x 4” 
| 1. wide. Any figure, 
enemy or friendly 
falling under the 
template will take 
one attack at RC 4+. 
The damage of the 
attack is “5+d6”. 
This special order 
cannot be used dur- 
ing the first turn. ** 


Scenario Rules 
Terrain Feature: 
Passenger Plane 


Deployment . 
On the map, the attacker uses deployment area “A” (12”x12” square). The defender Hints 
will start in deployment area “B” (also 12” x 12”). The attacker must deploy the figure ¢ The lack of terrain in the middle of this map makes for a very deadly game. 
carrying the diary in deployment area “A”, so the figure with the diary cannot use hid- ¢ Snipers will have a plethora of targets so be sure and screen your model holding 
den deployment to pop up right beside the plane. the diary. 

e Parking a vehicle on the runway can really mess up the attacker’s day. 
Special Rules 
The special order “Artillery Support” is not available for this scenario (the defender is | ** A Special thanks to Mathew Hope of Darkson Designs for giving me suggestions on 
too far behind enemy lines to have artillery available and the attacker would not risk ow to tweak this special order and keep in sync with the spirit of the game! 
damaging the air field or their plane). The attacker does have a new special order avail- 
able to represent the fighter escort circling the airfield, “Angel on Our Shoulder”. Written by Rodney Forehand 
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Fantasy Landscapes 


Well, it’s almost sad that this series is coming to an end this issue. Here we have Part 
IV of the series, and this will be that last part, though trust me it hardly will be the end 
of this project for me as I think this only completes about a third of the final layout that 
I would like to eventually build up. For those who may have missed the last few is- 
sues, this series is concentrating on an underground cave complex using molds manu- 
factured by Hirst Arts (www.hirstarts.com). 


For this particular issue, I am putting the finishing touches on the twenty-four sections 
that I have built so far (of the total of sixty-four that I hope to finish one day). The 
finishing touches includes the rough mass painting of all the pieces, the detail painting, 
the addition of the special effects such as water and other things that I added so some 
of the pieces. At the completion of this article, the goal is to have twenty-four fully 
completed sections of a modular underground cave. No small task I might add. 


The first step for all these assembled pieces was to put a coat of primer on them. I 
have in the past preferred brushing on a thick coat of paint to make sure enough paint 


was put on to let the thirsty Plaster of Paris absorb as much paint as needed to make 
sure it is nicely sealed. Well, after taking a look at all these pieces, I wavered and de- 
cided that in the interest or getting done before Christmas, I would resort to spray paint 
and just make sure that I used as many coats as needed to gain the same effect. In the 
end I really liked how it turned out, and I also really liked how fast I was able to get 
the primer put on all the pieces. I decided right then and there that anything I could do 
to save time one on piece would by multiplied by a factor of twenty-four when doing 
all of them, and so therefore was probably something that was a good idea. 


For the next step, again I favored a mass production approach and mixed up a batch of 
“dip” to run all my pieces through. The recipe for the dip I used was pretty simple, I 
got a couple big bottles of brown acrylic paint, and a bottle of Future acrylic floor pol- 
ish, and mixed them together in a plastic tub I found at Target that was about the same 
size of the pieces that I wanted to dip. I have found that I have had trouble with this 
particular mixture separating if I didn’t use it real quickly, so I made sure to mix it up 
vigorously and regularly to make sure that the paint would come out looking similar on 
all sections. That being done, I started up the assembly line and dipped all twenty-four 
sections (and a bunch of smaller accessories) all in one sitting. It was a bit messy, so I 
recommend putting down lots of protection, and doing it outside. I also wore gloves 
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and paint clothes, because when dipping things this 
big you would be surprised where paint can end up. 


After submerging the entire piece in the dip, I would hold the piece upside down to let 
the excess run off, and perhaps did a little gentle shaking, but that was about it. I did 
not want to do an more vigorous shaking for a couple of reasons, not the least of which 
was that this was messy enough that flinging more paint all over the place was not a 
good way to curry favor with the my better half. 


I was also not sure that it mattered if a little painted pooled here and there, and didn’t 
think it was worth the chance that a piece slip out of my hand and shatter into tiny 
shards somewhere off in the distance (did I mention the this stuff if kind of slippery 
until it dries a little?). 


After letting the whole set dry for a day, I could get down to the detail painting, and 
this I had to do the old fashion way and go piece by piece. I did come up with standard 
color schemes for common details (columns being grey, tree stump being brown types 
of thing), but for the most part I would select things that I thought needed to be painted 
differently than the surrounding cave. For the most part there was not a lot that I had 
to worry about, but I will also say that adding detail to only one or two items in a room 
was all it took to really make the room come alive. 
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Another thing I had to paint during this step was the area where I wanted to put water 
or lava. This turned out to be a fair number of pieces, the most common being regular 
blue water. Besides the little river I have coming from the upper right hand corner of 
the cave (with a few fountains thrown in to raise the coolness factor), but I also have 
several fresh water pools scattered through the cave. 


There are also a couple of rooms with lava (one has a pool and the other is a lava river 
under a bridge), and the spawning room has five different little pools of stagnate green 
water. For the blue water areas, I painted the bottom a nice vivid blue and let it dry 
thoroughly before melting the “water” beads and pouring in my fake water. For the 
pieces where I had an elevation change, this presented something of a challenge, but I 
got over it by doing it in steps and angling the piece I was pouring into so that the area 
I was trying to fill was flat. Then after that dried, I would reorient the piece and pour 
the next section. 
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For the fountains, I used pretty much the same technique that Bruce Hirst uses and 
explains on his web site ( ), and this is not the first time I’ve used 
his technique and I love the how easy it is and how cool the result is. In fact, the entire 
room with the fountains is pretty mush an adaptation of the designs I found on his web 
site. I have so much fun browsing around on his site checking out his designs and 
stuff, that I can’t tell how many times I’ve gone there to find new ideas. Anyway, 
since he covers that far better than I ever could, I won’t belabor the point here, suffice 
it to say that it’s done with fishing line and “Water Effects” (a 
squeeze bottle of goo that dries crystal clear and looks like water) from Woodland 
Scenics. 


An interesting experiment that I did, and ended up really liking, was the trick I did for 
the lava and the green pools. For these, I put down the green or red paint as appropri- 
ate, and then before the paint was dry, I would pour in the melted “water” beads. The 
idea was that I was hoping the paint might mix with the melted beads making the result 
less see through. The result was far better than I had hoped. It seems that the hot 
melted plastic was not happy at all to come into contact with liquid paint. Not only did 
the liquids mingle, but there was a semi-violent reaction causing bubbles and weird 
patterns to form in the lava and gross green pools. It ended up giving the pools an ef- 
fect that I really liked. I was a happy camper. 


AVAILABLE NOW: 

Giants, Demon Idol, 

Pig-faced Orcs, Barbed Devils, oil 
Bugbears, Gargoyles, Ogre, Troll, 
Gnolls, Minotaur, Slimes & Oozes, awa 


Purple Worm, Stirges, Giant ot aa Be ee 
Giant Ticks, Hobgoblins, Skeletons Bi 8 


Type I & Il Demons 


COMING SOON: 


Kobolds, Fire Beetles, 
Bone Devils, Harpies, 
Type III & IV Demons, Wights 


Kick down the door, 
roll for initiative 
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After that there 

was really little 

left to do but 

finish up the 

detail on the 

rest of the 
pieces. A cou- 

ple of rooms I, 

of course, 

spent more 

time on than 
others depend-— 

ing on what. 
items I had 
sitting around | 
inside the 

room. There 

are some with 
skulls, a cou- 

ple with stat- 

ues of one kind 

or another, and 

then there is the stor- 
age room I had with a 
bunch of barrels, 
crates and things, and 
these things I actually 
painted separately. 


As a last touch, I 
went through and 
glued small blue and 
red crystals through- 
out the cave. The 
idea is that these will 


be the dim light ‘* 


source for the deni- 
zens of the cave. I 
picked up some cheap 


plastic beads, and - 


then smashed them 
up with a hammer 
and used the resulting 
pieces. Again, it was 
an experiment where 
I lucked out and 
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ended up liking the 
result. The scattered 
pieces of crystal 
added color without 
being overly obtru- 
sive, so I though it 
was the touch I was 
looking for. 


The idea behind all 
these “modular” 
pieces is that they can 
go together in a vari- 
ety of ways, and al- 
though I think that 


they can definitely do 


that, I also think that I ¢ 
was very guilty of not 
being general enough 
in some of the de- 
signs and some of 


them may not be as portable as others. But all in all I think the project it doing well. 
Perhaps when the project is fully completed, I’Il get Mark to let me throw in a final 
picture of the entire layout, but before that happens, I need to go back to the brick fac- 
tory and start pumping out a bunch more castings. 


Written and built by Clay Richmond 
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